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Fearless Yugi Muto and 
arrogant Seto Kaiba, the stars 
of the blockbuster animated 
series and trading card game, 
return to the gamespace— 
literally—in Yu-Gi-Oh! The 
Falsebound Kingdom. In this 
world of virtual reality (VR) 
technology gone awry, you 
must turn your back on the 
strategies that smashed the 
competition in previous card- 
based Yu-Gi-Oh! games. 
Sure, there's plenty of 
monster action in The 
Falsebound Kingdom, with 
"Dark Magicians" slapping 
“Dragon Pipers" across the 
map, but you'll also need 
to master resource 
management, devise clever 
battlefield strategies, and use 
old-fashioned teamwork to 
break free of this twisted 
realm. Imagine leading an 
entire army, with dozens of 


monsters at your disposal, Ae SA = s 
: ; ae SIA 

waging war against evil. It's : LATE 

Yu-Gi-Oh! meets real-time 4 I 

strategy! ( 


And like any good RTS, The 
Falsebound Kingdom allows 
you to choose alignments, 
which effectively offer two 
separate storylines. Step in 
Yugi's shoes and thrust 
yourself into the leadership 
of a righteous rebellion 
against a merciless emperor. 
Fancy a walk on the dark 
side? Choose Kaiba's plot 
and crush the rebel forces 
under your iron heel. (There's 
a third plot thread, but more 
on that later.) 

Keep this guide nearby as 
you become acquainted with 
The Falsebound Kingdom's unique battle method in the Yu-Gi-Oh! 
universe. It's a strange, new world out there, just waiting to be liberated 
or conquered, and you're going to need all the help you can get. 


Yugi and his friends Joey, Tristan, Téa, and Bakura approach the 
voluminous headquarters of SIC Domino Labs on the outskirts of town. 
Apparently, the best players in the land have been summoned to SIC's 
gaming labs, where an innovative hybrid of imaging research and 3D 
virtual-reality technology is being tested. A first peek at the future of 
video gaming? How can Yugi resist? 


fh . 

i 

{ll 
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to perfect this technology using the 
wildly popular Duel Monsters 


An SIC employee fills in Yugi and his friends on the details. SIC wants 
to combine its new gaming engine with Duel Monster action. The project, 
codenamed Kingdom, will inject players into a fantasy realm where Duel 
Monsters are real. 


Your name is Yugi. You're the leader of 
the resistance here in MAKHAD. We were 
planning our next attack when you passed , 


as gi 


Yugi and his friends eagerly jack into the VR world, but a mysterious 
jolt knocks them unconscious. When Yugi wakes up in the town of 
Jakhud, he discovers that a malfunction has temporarily severed his 
connection to the real world. Even more surprising, the rebel army 
stationed in Jakhud recognizes him as their leader—and war against the 
evil Emperor Haysheen is about to begin! 


Seto Kaiba and his little brother Mokuba walk up the steps of SIC Domino 
Labs, an American-owned virtual reality research firm. Amazing strides in 
imaging technology have come out of the facility, and the invitation to 
discuss a joint venture between KaibaCorp and SIC is just too tempting 
for Kaiba to turn down. 


li H Hl il l i 
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But the company is world-renowned — 
overseas for its incredibly realistic 
imaging and virtual reality technology. 


Kaiba suspects that SIC has an interest in using his patented Duel Disk 
device, and his suspicions are confirmed when his ex-employee Isono 
unveils SIC's prototype virtual reality gaming device, named Kingdom. 

Much like Yugi, Kaiba wires himself into the fantasy world for a test 
run, using card-based monsters in a VR setting. But before Kaiba can 
complete the load sequence, he's knocked out. 


Pull yourself together, man! | expect 
more from the head of my Imperial Guard 
and my best warrior! 


ABY 
A 


Kaiba wakes up in Sygh-Varths, the capital of the virtual world. He's in 
the presence of Emperor Haysheen, and before long, he discovers he's the 
leader of the Imperial Guard and charged with squashing a rebellion that 
threatens Haysheen's tyrannical rule. 


Despite taking place in an entirely new realm, several familiar characters 
are either with you or against you. 


Yugi is the chief hero of the Yu-Gi-Oh! universe. 
Ever since he solved the Millennium Puzzle, 

a strange old Egyptian puzzle, Yugi has 
wrestled with his newly awakened dark alter 
ego, Yami Yugi. Perhaps he'll need both sides to 
defeat Haysheen. 


Yami Yugi 
s Fe Yami Yugi's winning streak is enviable, thanks to 
NY La his ability to channel a magical force to improve 


his gaming skills. 


Joey Wheeler 


Ever since Joey befriended Yugi, the two have 
been side-by-side through many harrowing 
adventures. The brash and rash Joey often gets 
into trouble, but his loyalty always redeems him. 
While stuck in Kingdom, Yugi is going to need 
friends like Joey to survive. 


Tea Gardner 


Téa is friends with Yugi, but her heart 

belongs to Yami Yugi. She's more than just a 
cheerleader; her skill comes in handy in tight 
spots. She'll be a great asset to Yugi's campaign 
to free the realm from evil. 


Tristan Taylor 


Consider Tristan the muscle of Yugi's crew. 
Tristan isn't much of a player, but his 
strength will certainly serve him well in the 
Kingdom realm. 


veto haiba 


Kaiba may possess one of the greatest card 
decks in the real world, but the owner of 
KaibaCorp will need to start from scratch in the 
Kingdom universe. Kaiba is Yugi's biggest rival, 
and you can be sure they'll clash in the VR 


Mokuba Kaiba 


Much like his older brother, Mokuba harbors a 
grudge against Yugi. The two are separated 
when they enter Kingdom, but rest assured their 
brotherly bond will bring them together soon 
enough—much to the rebellion's despair! 


Mai Valentine 


The looker of Yugi's pack, and a mighty fine 
player if she may say so herself. Once she enters 
Kingdom, her charms cannot help her like they 
do in the real world, but she has other reserves 
she can call upon. 
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Whether you're a card-slingin' Yu-Gi-Oh! master or a complete novice, 


Kingdom. Konami implemented many gameplay changes during the 
switch from deck-based battles to real-time strategy; these changes 


Each campaign pushes the story forward, revealing details and secrets 
that eventually help you defeat the unsavory character behind this 
whole mess. 

One thing to note: There are no Duelists in The Falsebound Kingdom. 
Yugi and his cohorts are now called Marshals because they have the 
ability to command the monsters on the battlefield. 


changes to your Marshal's Teams, such as swapping out monsters and 
assigning items. This will be your first taste of resource management, 
because you must judge the needs of each Team and the general cause 
before riding into battle. The decisions you make here often affect a 


well-played campaign. 


fissembling Teams 


Between campaigns, you can change the makeup of each Marshal's 
but as you complete campaigns, monsters impressed with your strength 


than the beasts you commanded through early battles; add these 
monsters to weaker Teams immediately. 


elect 


_ §982G 
- B/ BPERSON(s) 


you'll go through a period of adjustment when you fire up The Falsebound 


range from slightly adjusted monster stats to the game's course of action. 
The Falsebound Kingdom is broken into a series of campaigns that occur 
as you move your troops across the VR world dispatching enemy armies. 


Before you set foot on the battlefield, you'll have the opportunity to make 


campaign's outcome, and the wrong choice can undermine an otherwise 


three-monster Team. Each Marshal begins the game with three monsters, 


defect to your ranks. In later levels, these monsters are far more powerful 


From the Marshal Select screen, you can easily select from all the 
available Marshals for each campaign. You cannot always bring a full 
squad of Marshals into every battle. Sometimes, you must pick and 
choose which Marshals might be better suited for each campaign. Each 
Marshal has a particular strength, which is outlined in the campaign 
walkthrough as you meet them. 


5982G 
8 / BPERSON(s) 
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For example, Joey's strength is “Constructor.” If you prepare for a 
campaign that requires you to build Equipment—such as a Healer or Anti- 
Ground Cannon—for each town, bring Joey. However, because Joey has 
not been fighting with Yugi all along, his monsters might not be as strong 
as Yugi's. Consider taking this chance to switch out one or more of Joey's 
monsters for the stronger ones from a Marshal who cannot go on this 
particular campaign. 


Choosing Monsters 


Any Yu-Gi-Oh! player will tell you that selecting which monsters to use is 
an art. Just as assembling a deck can be a painstakingly precise process, 
assembling the Teams of monsters to take into battle can be just as 
tricky. You must consider several things as you build Teams. 


Monster Compatibility 


As mentioned, each Marshal begins the game with three monsters on 
his/her Team. Although these monsters are not randomly chosen, they are 
not necessarily the best monsters for that Marshal to command. Always 
consider compatibility when assigning monsters to Marshals. 

Each Marshal is color-coded, and you can view a Marshal's particular 
color from the Marshal Select screen of the Assemble Team menu. The 
color appears at the middle right side of a Marshal's detail box. 


(OTristan LIS AN eae Ee Team Make Up 
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monsters in a Marshal's Team, select a Marshal and press ®. You will 

now see all three of the Marshal's monsters in the Team Make Up screen, — EN v 
each assigned to a particular button on the controller: ®, Q or MD. You - ME 
can now check out each monster's color. 


Monsters are also color-coded. To view the color-coding of the > 
O | euE 
by (B RETURNS 
Once you've played through several campaigns and you've accumulated 
new monsters from the battlefield, check to see if any of them are a 
ay Giant Soldier of Stone Team Make Up better match, such as the Beaver Warrior. To switch out monsters, press 
EXP gi 2 ty 2 ® to edit Tristan. Then use the + Control Pad to select "Gazelle," and 
press Q to Except it, which removes it from the Team. Then press ® to 
i, 1 30 b / 1 3 0 b go to a monster select screen. By pressing Œ and (8), you can scroll 
5 BR | through your monsters, sorting by different filters, such as Monster Type, 
REF 150 $ = Se 
- Level, and color. Let's sort by color, which displays all available monsters 
© 2133 ' oP es with their assigned color in the lower-right corner. Choose the monster 
k 2 | nd and press ®. The monster is now a member of the Team. 


"Dark ae = Team Make Up 


SHIFT - 
SHUT, Sr 
TE> 

@BRETURND 


Let's use Tristan for an example. Tristan's color is blue. If you click on CY X 

his monsters immediately, before changing anything, you'll see that one > E = an 
: à apis S 2 SHIFT 

of them is perfectly compatible with him: "Giant Soldier of Stone." It's SEXCEPT> 
probably a good idea to leave that monster on Tristan's Team. However, Bans 
Tristan has also been saddled with “Gazelle the King of Mythical Beasts," Je RETURNS 
which is a powerful monster, but it's coded light red. Now, it's not that = Z 
"Gazelle" won't fight on the field for him, but any monster that has a 


color closer to Tristan's will perform slightly better in battle. Now, it will be a long time before you are able to completely color- 
coordinate your Teams, and by then, you'll likely have acquired some 


extremely powerful monsters that you won't want to switch out in favor 
of a lower-level monster with a similar color as a particular Marshal. 
Fight the urge to leave things as they are, because you can always level 
up new monsters by taking on Imperial reinforcements during campaigns 
with extra time. You'll be happy with the results of a color-coordinated 
Team, and the extra juice will certainly help put you over the top in the 
game's, tougher battles. Of course, if you wish, you can assign whatever 
monster strikes your fancy to your favorite Marshal. 
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Monster üpeed 


Your Team's speed can determine the outcome of a battle. A pokey pack 
of monsters may not reach an enemy castle in time to save another 
battered Team. A slow Team may not make it back to base in time to 
ward off a sneak attack that can end a campaign. 

You can affect the land speed of your Team by carefully selecting which 
monster to set in the central, lead position, which is the one on the ® in 
the Team Make Up screen. If you want your Team to cover ground quickly, 
assign a faster monster to that spot. 


Team Make Up 


5892G 
8/ BPERSON(s) 
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Let's now use Shimon, Yugi's right-hand man in his campaign against 
Emperor, as an example. Shimon’s color is yellow. At the beginning of the 
game, the "Celtic Warrior" is available, and he is also coded yellow. If you 
switch the “Celtic Warrior" to the central position on Shimon's Team, you 
will see a significant jump in Shimon's speed. 


Distributing Items 


No matter how powerful your monsters become as a result of battlefield 
experience, you can always increase their effectiveness with an 
assortment of items. You can find items two ways in the game: buying 
them from Traders and receiving them as the spoils of war. 


Team Maxe Up 
58926 
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The most common items you'll use are Medicines, which come in two 
varieties: Red and Blue. A variety of items will increase your monsters’ 
strengths during battle, such as the "Legendary Sword” and “Beast Fangs." 
Not all items can be used with every monster, though. For example, the 


“Beast Fangs" can be used only with Beast-Type monsters. In fact, the 
game won't even allow you to assign an item to an incompatible monster. 
(We have included a list of items at the end of the guide.) 


Z- Legendary Sword 
& 7 Blue Medicine 
ÆT Blue Wedicine 
&TBlue Medicine 
# I Monster Reborn 


Team Vake Up 


tele rim 
&7 Blue Medicine 
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RETURN 


Once you have acquired items, you can assign them from the Team 
Make Up screen by pressing LZ) when the intended monster has been 
selected. The monster's inventory is now open, along with a view of your 
general inventory. You can assign items, such as Medicine, to particular 
buttons by highlighting that button and pressing ®. Now, select the item 
from the left side of the screen, and it has been assigned to that monster. 

You'll find and buy plenty of items during campaigns, but you can 
assign items only between campaigns from the Team Make Up screen. 
Should you buy a "Monster Reborn" from a Trader ("Monster Reborn" 
brings a fallen monster back to life during battle), then lose a monster 
during a fight, you cannot reach into your general inventory and use it. 
The just-purchased "Monster Reborn" will be available for assignment 
only after the campaign has been completed. So, think long and hard 
before you assign items. 

Your stronger Teams may not look like they need much help, but with 
the enemy becoming increasingly merciless, you'll want to assign them 
plenty of Medicine. (And “Monster Reborns," too. Trust us.) After all, you'll 
use your strongest Teams for the majority of the campaign's battles. 

As for buying items, don't be too tight with your pocketbook. Items that 
increase attack strength or enhance monster abilities come in extremely 
useful in big fights, and a fat wallet won't do you much good when you 
have to restart a campaign because your monsters are not performing at 
their peak. 


Now that you've assembled your Teams and equipped your monsters, 
you're ready to start the campaign. However, there are still a few more 
things you must do before unleashing your monsters upon the enemy. 


Campaign Objectives 


At the start of each campaign, one of your Marshals explains a series of 
objectives you must complete to win the battle. Most of the campaigns 
end with taking the enemy stronghold, but often you must make sure you 
take other towns in specific regions, accomplish a specific task within a 
set time limit, or send a particular Marshal to a predetermined location. 


In early campaigns, one of your accompanying Marshals will dole out 
little hints, such as which bases are unoccupied, which allows you to 
establish an easy foothold in a battle. As you progress closer to the final 
confrontation, these hints become fewer and farther between—which is why 
we've included a complete walkthrough for each campaign in this book. 


Using the Map 


Once you've read the campaign objectives, the battle is ready to begin. 
However, don't start sending out Marshals just yet. Take a moment to 
look at the map of the battlefield, because it reveals several important 
things about the situation at hand. Maps of each campaign are included 
in the walkthrough section of this guide. 


IMARSHALLS 
FOCUS 
@=40-N0DES 


To get a good look at the in-game maps, switch from 3D View, the most 
common way you'll view the action, to Icon View by pressing @). Now, 
you'll get a three-columned readout of facts and information about the 
upcoming battle, including a large view of the battlefield as opposed to the 
small map always visible in the upper-left corner during 3D View. 

The Falsebound Kingdom has many types of terrain, and they can 
directly affect your monster's ability to fight. Look at this sample map 
and acquaint yourself with how to read it. 


[E] = Occupied by your team 
S = Occupied by the enemy 
[_] = Unoccupied 


aan Sys = 


SARIE 


Field-Adept 
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(B=CANCEL> 
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Many monsters in The Falsebound Kingdom are adept at one particular 
terrain, and they will perform better in battle should they confront an 
enemy in that terrain. For example, the "Flame Swordsman" is Field- 
Adept, meaning his battle skills will receive a slight boost if he attacks an 
enemy in the open field. (In the monster list toward the end of this guide, 
we list each monster's ability along with how the monster is affected 
when fighting under those conditions.) 

You can look at this map three ways: Player View, Enemy View, and 
Castle View. Use the Control Stick to look at each column of information. 
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castles and townships in the region. Scrolling up and down with the 
Control Stick shows where a particular castle is located on the map. You 
can further investigate castles and towns by pressing ŒD, which will 
display the town's cooperation level with your cause. 


@ MOVED 
@ATMARSHALD 
FOCUS 

© IDHE 


Choosing Player View (indicated with the green "P") shows you where 
all your Teams are located on the map. This is an easy way to keep track 
of your Teams, especially during campaigns that allow you to use all of 
your Marshals. From this view, you can also command Teams to move 
directly to towns and castles, rather than doing it from the 3D View. 


Know Your Foe 


Even though you've already selected which monsters to use in a 
campaign, it's always a good idea to assess your enemy. While in Icon 
View, choose Enemy View (marked by the big red "E") to call up a column 
of all the enemy Marshals in the campaign. Scroll up and down this list 
of Marshals to see where they are located on the map. 


The top Marshal is always the chief bad guy for that level. Beneath him 
are all his underlings. They may not look as dangerous as the main heavy, 
but wait until you get a peek at their monsters before you dismiss them 
as cannon fodder. 


Choosing Castle View (marked by the big "C") will give you a list of all the 


_ ACTION-p 
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To view each enemy Marshal's individual Team of monsters, select them 
and press CD for details. You'll also see all the stats for each bad guy in 
this view, including their monster compatibility color. The Marshal's three 
monsters are displayed along the bottom of the screen. If you want an 
even closer look at those monsters, including their color and stats, press 
OD again to query each monster. 

Now, you have a full-screen view of the monster, including whatever 
items and abilities it possesses, such as Road-Adept. Here you can see 
exactly how much health each monster has, and send the appropriate 
Team to dispatch it. 

Should your Teams fall in battle, look over which monsters you had to 
fight during that particular campaign (which are included in the 
walkthroughs) and consider using different Teams in that campaign, or 
reassigning items, like Medicines, to Teams that will go up against the 
tougher enemy Marshals. 


To War! 


Now that you've completely reviewed the situation, assigned the proper 
equipment to each Team, and sized up the competition, you're ready to 
send your Teams into battle. This is when the real fireworks start. 

The entire next chapter is dedicated to the art of war in The Falsebound 
Kingdom, so for the finer points of handing the Imperial army a 
beatdown, best start turnin’ them pages. 


Campaign Complete 


Once you have completed all the objectives for a particular campaign, 
you often earn gold, items, and occasionally, new monsters for your 
roster. After a story sequence, you are then returned to the Marshal 
Select screen, where you assemble Teams for the next campaign. 

You came, you saw, you conquered. And now it's time for a few more 
story details, perhaps adding some new monsters to your roster, and 
dividing up the spoils before setting out for the next campaign. 


You assembled your monster Teams, you decided which Marshals are best 
suited for a particular campaign, and you're ready to start smacking 
around the enemy. Not so fast. 

Without a good grasp of battle tactics, expect to be smacked right 
back. You must understand how to mobilize your Marshals, how to send 
them to points on the map with strategic advantages, and finally, how to 
defeat enemy monsters in direct confrontation. 


After you've read over the mission objectives and heeded any hints your 
cohorts offered, it's time to command your Marshals into enemy territory. 
You can do this two ways 


Icon View 


Icon View is incredibly convenient for armchair generals. You have all the 
information about the map right in front of you, and with just a few 
quick button commands you can send Marshals to enemy strongholds. 


2040 


(SELECT) ° 


From the Player View, select a Marshal, then press @. Next, select which 
town to send the Marshal to directly from the map; select the town by using 
®, and the Marshal immediately sets out for that location. For campaigns 
where timing is extremely important, such as the moment the battle starts 
and you have three enemy Marshals blazing a trail straight for you, moving 
your Marshals by using the Icon View screen is the best choice. 

However, there are times when you don't exactly want a Marshal making a 
beeline for a castle. You would rather have them make stops along the way, 
or wait at a particular point on the map. That's when you should use 3D View. 


JD View 


This view allows you to scroll over a map and see 3D models of castles 
and watch tiny monsters roam from town to town. 


EACONMIDE> 


To move Marshals and Teams in 3D View, you must run the hand icon 
over a town or castle where a Marshal is stationed. Select the town with 
® and bring up a menu that shows which Marshals are available. Select 
Team Command, then select the Marshal you wish to move. 


Now use the hand icon hovering over the map to choose where you 
want the Marshal to move. A straight green line indicates the path the 
Marshal will travel along. Once you reach where you want the Marshal to 
go, press ® to start moving. 

Because 3D View doesn't require your Marshals to run straight for 
another town, it allows more versatility in movement. You are able to 
position Marshals at particular points on a map, such as surrounding the 
chief enemy Marshal's castle so you can then attack in waves. 

Another benefit of 3D View is that you receive rewards for exploring a 
map, should time permit. In the wild, away from the towns and castles, 
monsters roam. If you cross paths with these monsters and manage to 
win the battle, they often join your Team. Use 3D View to send Marshals 
to the far corners of the map and hunt down these rogue monsters. But 
be sure to send your strongest, because these free spirits are very, very 
formidable opponents. 


@ CURSOR) (O CAMERA 


In 3D View, you'll notice that each of your moving Teams has a circle 
around it. This circle represents the size of the Team on the field. Should 
this circle touch an enemy Team's circle, you will engage in combat. 
Teams with large monsters will have large circles. If several enemy Teams 
are lumbering between your Marshal and the town you want to reach, 
and you don't have the time or extra health to fight them, you can 
sometimes maneuver between them to avoid circle contact. 
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How to Challenge Enemy Teams 


It's finally time to engage your foe. You can meet your enemies on the 
battlefield, or you can attack their defensive positions. Where you pick 
your fight can affect the outcome of the battle, so think before you start 
attacking enemies. 


Meeting Enemies on the field 


A good number of battles occur on the field, because the chief enemy 
Marshal is not shy about sending troops to your doorstep. If you wish, 
you can head off an attack by meeting the enemy halfway. 

Always remember, terrain you meet on can affect the battle. Should you 
meet on the road, a Road-Adept monster will receive a significant boost in 
its ATK and DEF. Sometimes, when two Teams are evenly matched, it is 
best to catch the enemy when it is on terrain that doesn't help it. 


Meeting Enemies at Bases 


To liberate a town under enemy command, you must defeat the Marshal 
stationed there. To engage, simply direct your Marshal to move on the 
enemy's stronghold. The battle will then begin. 


ACONMODED 


It is important to note that attacking an enemy town gives the enemy 
Team a slight advantage. It will be able to attack with greater ferocity, so 
send in a Team that is able to withstand a little extra punishment. If the 
enemy is already quite strong, consider softening it up with one of your 
lesser Teams, then send in your top Marshal to finish the job. 

When an enemy attacks your home base, a town, or a castle that you 
occupy at the beginning of a campaign, it's your turn to have the upper 
hand. Also, if you have more than one Marshal stationed at a base under 
attack, the strongest Marshal will always be the first to defend against 
the encroachers. 


Well, your circles have met, and now you find yourself face-to-face with 
the enemy. It's a three-on-three melee, and unless you know how to 
handle your monsters, you will suffer a quick defeat at the hands of a 
competent foe. 


How to Engage 


LEAN 
@=ESCAPED 
@DEFENSE> 
EAMT 


The game automatically decides who attacks first. Should you be lucky 
enough to get first crack at tearing apart the enemy Team, take a quick 
moment to check out its stats before launching into an attack. Pressing 
CO bring up a full-screen view of your monsters. Press CD to "flip" to 
your enemy. Now you can investigate the enemy that stands before you. 


Take your time reading up on your foe; 
time spent battling does not affect the 
overall time limit for a campaign. 


Keep an eye out for a few things while sizing up the monsters, such as ATK 
and items. Check to see if they have a bunch of Medicine on hand. If one 
particular monster is loaded up with healing materials, consider concen- 
trating all your attacks on it first, which prevents the other enemy 
monsters from benefiting from the Medicine during battle. Nothing is more 
frustrating than beating an enemy down to a fraction of its health points 
only to have another monster completely heal it with a Red Medicine. 


Attacking 


The number of times you can attack in each battle is determined by the 
number of AP your monsters have. When you use all of a monster's AP, 


you can no longer attack using that monster during that battle. Should 
that Team return to battle, though, all of your AP is replenished. 


To attack, press ®. Then, choose which enemy monster you want to flail 
on by selecting the button it is assigned to: ®, A. or CD. The game 
handles the rest. Sit back and watch your monster go to town. The amount 
of damage you do adds to your Marshal's overall score in the battle. 

Three things can happen when you attack. One, your attack goes off 
without a hitch, and you do damage. Two, you manage to land a critical 
hit, and you do immense damage. (Critical hits are not as random as you 
may think. Their frequency are determined by the monster's abilities and 
adeptness.) Three, you miss entirely, which is just plain embarrassing and 
adds to your opponent's score. 


opecial fibilities and 
otatus Changes 


Some monsters have special abilities they can use in battle. Sometimes 
these special abilities are available immediately when a monster is 
acquired, but most abilities are unlocked when a monster reaches a 
specific level. 

If your monster has a special ability available, press LZ) to activate it 
during that monster's turn. Special abilities often affect the status of 
enemy monsters, such as poisoning them or blinding them. Some items 
can also affect monster status, too. Status changes eventually wear off. 

Here is a list of the ways you can affect enemy monsters with special 
abilities and items. 


e A Barrier: If a monster attacks a monster that is using an A Barrier, 
the barrier reduces the strength of the attack by 100 points. 

e B Barrier: If a monster attacks a monster that is using a B Barrier, the 
attacking monster receives damage equal to half of its ATK. 

e C Barrier: This barrier will deflect 50 percent of attack damage. 

e Blinded: A blinded monster is more likely to miss when attacking. 
Confused: Only the attack command is available to a confused 
monster. 

e Natural Healing: A monster will regain health every turn without aid 
of Medicine. 

e Paralyze: A paralyzed monster cannot do anything during its turn. 

e Poison: Poisoned monsters lose a little health every turn. 


Defense 


Sometimes, the best offense is a good defense. If the enemy continues 
attacking one of your monsters over and over, or you are low on health 
and the enemy still has plenty of AP, consider guarding next time that 
monster's turn is up. Press (2) to defend yourself. 


Guarding makes it tougher for the enemy to hit you. If your DEF 
(indicated by the number next to the little shield in your monster's stats) 
is high, there's a good chance the enemy will do zero damage. 

Defense can be broken, though. It doesn't happen often, but an enemy 
can break your guard by attacking. If that happens, the opposing Marshal 
will earn extra points that go to the battle's overall score. However, 
should they attack your defensive monster and miss, you get extra points. 


Trix 


If you break an enemy monster's guard 
“ and you get the next attack, aim for the 
monster who just had its guard broken. 
FEN < = The monster is temporarily susceptible 
to extra damage. Your chances of landing a huge hit are greater. 


You will use plenty of Medicine in battle. Press Q to open a mini-item 
menu. From there, press the button that corresponds to the item you wish 
to use. Using an item costs one AP. 


Escape 


So, the tide has turned against you, huh? Battle not going how you 
wanted it to? You do have a chance to abort the battle by pressing 
when it's your turn. This gives you a few seconds of break to redirect the 
Team to a safe location before the enemy attacks again. 
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Not every escape attempt works. Sometimes, you will miss the escape 
and be stuck in the battle for another round. And the missed escape will 
cost you one AP. Nor will every escape give you the chance to run for the 
hills. If you are surrounded on the map screen, repeatedly escaping will 
just bounce your Team back and forth between enemy Teams. 


Wait 
You don't always have to attack or use an item when it's your turn. To 


conserve AP, press ® to sit out the turn. It doesn't have the benefits of 
guarding, but you retain the AP for use later in the battle. 


End of Battle 


The battle ends when either an entire Team has been wiped out, or when 
each Team has completely run out of AP. Should the battle end because AP 
has run out, the victor is decided by score. 


You can monitor your score during battle by pressing O This brings 
up a small box that shows how many points you have versus how many 
your enemy has accumulated during the match. The Marshal with the 
most points wins. 


After the battle, experience points are awarded to monsters and 
Marshals. The more experience points you earn, the higher your monster's 
level. Gaining levels greatly benefits your monsters’ stats and abilities. With 
each gained level, your monster's health, ATK, and DEF rise. At certain 
levels, your monsters will earn more AP, which means they have more turns 
in the next battle. Monsters can also earn additional abilities. Suddenly, a 
monster that was just Road-Adept can become Forest-Adept, too. 


Marshals also benefit from reaching higher levels. Your own stats increase, 
and your personal strengths are also affected. Somebody who once possessed 
only the Constructor ability can learn additional skills, like Discount. 


Blindly attacking at every turn will certainly do some damage, but it 
won't always win the battle. In fact, you can miss huge opportunities by 
being too aggressive in battle. Here are a few strategies that help you 
finish campaigns more quickly and with fewer losses. 


Attack Low-Health Monsters 


In the beginning of the game, when all the monsters—yours and the 
enemy's-are low in health and ATK, always attack the monster with the 
lowest health. Just getting one monster out of the way can put the 
enemy Team at a severe disadvantage. 


Attack High-AP Monsters 


Later in the game, the monster with the most AP becomes far more 
dangerous than the one with the most health or ATK. Enemies with more 
AP have the opportunity to unleash more attacks, or, if is equipped with 
Medicine, heal other monsters. If you face a monster with a lot of AP at 
the start of a round, concentrate your firepower on that monster. 


Finish One Before starting Another 


So you've beaten a particular enemy monster down to just 43 health 
points. Your strongest monster is next to attack, the one that deals death 
to the tune of 450 damage. Fight the temptation to attack another 
enemy monster (that's still standing tall with 1200 health) with more 
health so you don't "waste" the ferocity of your monster's big attack. 
Finish off the weak monster, especially if it still has AP left. It could—and 
usually will—heal itself in the next turn. 


Monster, Heal Thyself 


Say one of your monsters has 300 health points left. But one of the enemy 
monsters is in equally bad shape, too. Only one more attack would surely finish 
it off, and it's your turn now. And besides, none of the other enemies has an 
attack that can deal more than 300 damage and finish your weak monster. Not 
only that, but maybe they won't even attack your weak monster, after all. 
Fight the urge to just go ahead and attack. Heal instead. You never 
know what may happen the next turn. Maybe the weaker enemy will heal 
itself with a Red Medicine, and you'll have to start all over, which is 
indeed a bummer. But the enemy might also pull off a critical hit and 
smash your monster with 300 health. And then who would be sorry? 


Controlling territory is almost as important as defeating enemy Teams. 
Successfully capturing the enemy's final stronghold is the way to 
complete most campaigns. However, as you progress through campaigns, 
you also liberate cities from enemy control that won't directly affect the 
final outcome, but will give you better defensive positions and pad your 
bank account. 


To capture an enemy-held town, you must first defeat any enemy Marshal 
holed up there. Once you have managed to wipe out any enemy forces, even if 
you have only a single monster left, you take control of that base. Liberating a 
base, either enemy or neutral, often comes with a monetary reward. 

Of course, you should 
never leave a base to a 
heavily wounded Marshal. 
If you take control of a 
town or castle after a 
fierce fight, but the 
enemy is coming to take 
it back, send a more 
capable Marshal to 
defend the base while the 
current occupying Team 
licks its wounds. 

Not every town will be 
under enemy control. Sometimes you can liberate a base without a fight 
at all, which just gives you more breathing room and a sweet payday 
without the hassle of a fight. When you first begin a campaign, use Icon 
View to determine which unoccupied bases are close enough to swiftly 
establish a presence in the disputed territory. 

On the map, you can 
quickly identify which 
towns are under whose 
control by their color. 
Green bases are currently 
hosting a marshal from 
your forces and are 
friendly. Red bases are 
enemy strongholds. Gray 
bases are unoccupied. 

Should you liberate a 
town and then send your 
Marshal elsewhere, the 
town is back up for grabs. It will not just defend itself against the enemy. 
The moment an enemy Marshal arrives at the deserted base, it reverts to 
enemy control, and you have to unseat the Marshal with force if you want 
it back. There is no reward for liberating a town a second time. 


Healing in Town 


One of the best reasons to liberate a base, other than doing the 
proverbial good deed, is that you now have a place to heal. While 
stationed in a friendly town, monsters slowly regenerate health. There are 
ways to speed the healing process, which are covered in the Building 
Equipment section. 


Tip 


Although you may be required only to 

take the chief enemy Marshal's base to 

complete a campaign, liberate as many 

towns as you can within the time limit. 
Doing this gives you more gold to buy items, helps you afford 
more Marshals on campaigns, and provides more places to heal 
during particularly tough campaigns. 


From Icon View, you can review several important pieces of information 
about towns. Many of these traits affect your stay or how well your 
monsters fight while at the base—either defending it against the enemy 
or attempting to liberate it. 


Base vize 


Look at the number of stars below the name of the base. The more stars 
that appear, the larger the base. The amount of gold you receive for liber- 
ating a town is adjusted according to the size of the town. Bigger towns 
are worth bigger bounties. 
The size of the base also 
affects how well your 
monsters perform there. If 
you are fighting an enemy 
at a base you control, your 
monsters’ fighting abilities 
are boosted. The larger the 
base is, the greater the 
boost. The reverse is also 
true; if you are trying to 
free a base under enemy 
control, the enemy 
monsters receive ability 
boosts depending on the size of the town. 


Base Cooperation 


Can you believe that not every single base is happy to see your forces 
rumble down Main Street? Cooperation with your cause also affects your 
stay in town. The number of hearts displayed signifies how cooperative 
the place is with your cause. 


Lene 
now teeing with 
TE HPE 


Five hearts are available 
at every base. If zero or 
only one heart is 
highlighted, the town is 
not very sympathetic to 
you. If four or five hearts 
are highlighted, the base 
has been waiting for you 
to arrive and will shower 
you with appreciation. 

That appreciation 
comes in the form of 
healing speed. The speed 
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of health regeneration is directly linked to the town's level of cooper- 
ation. A town fully cooperative—all five hearts highlighted—will quickly 
rally behind your monsters and heal them faster than a town with only 
two hearts highlighted. 


While stationed at a town, consider investing in some Equipment to help defend 
against enemy troops. The enemy is most likely doing the same, fortifying their 
bases with defensive weapons that makes liberation much more difficult. To 
build Equipment, select the Equipment command from the Base menu. 

You can build Equipment 
only at bases you have 
liberated and are occupying. 
And you must also have 
enough gold to cover 
construction costs. Building 
Equipment costs money, and 
the rates are different from 
base to base. You can save 
money by building Equipment 
only when a Marshal with the 
Constructor ability is in town. 


RETURN? 


Æ SELECT 


You are also allowed only two pieces of Equipment per base. Should 
you already have two pieces of Equipment and want to build something 
else, you must choose one piece of existing Equipment to build over. 


Barricade 


Barricades are one of the cheapest pieces 

of Equipment you can build, but their effect 
is invaluable. Barricades increase the ATK and 
DEF of your monsters when you are attacked 
at a base. 


Healer 


This is one of the most expensive pieces of 
Equipment, but it is immensely helpful during 
tough campaigns. Having a Healer in town 
greatly increases your rate of health recovery. It 
also allows you to use the Health command 
from the Base menu. Use the Healing command 
for instant full health, but at a significant cost. 
Should you find yourself in a desperate situation with the enemy beating 
down your door, this is incredibly useful. 


Trade Union 


Some campaigns have very few Traders doing 
business. If you absolutely want to buy items 
during a campaign, build a Trade Union to 
guarantee the arrival of a Trader at the base 
you're occupying. This is a good way to get 
hard-to-find items. 


Seem Building a Supply Unit allows you to restock 
spent items at the base. Should you run low 
on Medicines, return to a base with a Supply 


Unit to instantly restock. This is extremely 
helpful to do before storming the chief enemy 


Watch Tower 


If you want to increase the range of your Anti- 
Air or Anti-Ground Cannons, build a Watch 
Tower at that base. This will give you extra time 
to plan your counterattack. 


Anti- Ground Cannons 


These cannons inflict heavy damage on any 
ground-based monsters approaching your base. 
Sometimes, Anti-Ground Cannons can shave 
away more than half of your enemy's health. 
Airborne monsters pass them unscathed. 


Ainti-flir Cannons 


Anti-Air Cannons do serious damage to 
airborne monsters, such as Dragons. These 
cannons do not affect ground-moving 
monsters. 


After you use a cannon on approaching 

forces, you must wait while it reloads. 
Watch the red bar beneath 
the cannon’s icon; a full bar 
means the cannon is ready to 
fire. When you first build a 
cannon, it takes time to 
prepare the first shot, so 
don't think you can repel the 
enemy at the gate just by 
quickly building defensive 
cannons. 


The only way you can buy items is from a Trader at a base you occupy. 
Traders do not necessarily stay at one base during the entire campaign, 
either. They have a tendency to move around. You will know the Trader is 
ready to do business when his icon is lit up and "On Sale" appears beneath it. 
Should you need a Trader right away, purchase a Trade Union from the 
Equipment list. 


So, you decided to choose Yugi Muto and fight on the side of 
a righteous rebellion against the evil Emperor Haysheen? The 
road ahead is rough and challenging. Fates have a weird way 
of intertwining, and surprises come from the unlikeliest of 
people. 

These 22 campaigns challenge your leadership skills, your 
teamwork skills, and whether luck is on your side. Following is 
a complete walkthrough of Yugi's massive undertaking, 
showing you which towns to liberate, which monsters you 
face, and how to best manage your time on the battlefield. 


Yugi awakens on Vaxi Island, just off the northwest shore of 
Rondeval, in the small town of Jakhad. Shimon, his ever- 
present, ever-strong right-hand man gives him the lowdown. 
Yugi is the leader of a resistance cause, and he must lead a 
small fighting force to Makhad, the capital of the region. 
Makhad has been overrun by Imperial forces and must be 
liberated. 

Fortunately, Yugi will have backup. Shimon and his Team of 
capable monsters, as well as the beautiful Fizdis and her Team, 
will be with him every step of the way. 


Table Legend 


BP=Battle Points AP=Action Points 
LP=Life Points 


Name BP AP LP Color Skill Monster 1 Monster 6 Monster d 
Yugi 2 2 1 Purple Master of the Egyptian Gods Feral Imp Celtic Guardian Kuriboh 
Shimon 1 1 1 Yellow — Shadow Specter Zombie Warrior Beaver Warrior 
Fizdis 1 | ı Tan Discount Kanikabuto Horn Imp Penguin Soldier 


Tip 
Consider switching monsters before going into battle. Assign “Beaver Soldier," "Kanikabuto," and 
“Shadow Specter” to Yugi. Assign "Horn Imp,” “Feral Imp,” and "Celtic Guardian" to Shimon. 


Assign “Zombie Warrior," “Penguin Soldier,“ and “Kuriboh" to Fizdis. Don't worry about the 
weakness of a few of these monsters; you'll switch them out soon enough. 
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Monster 
Zarigun 680 600 700 3 
Larvae Moth 500 500 400 

Hitotsu-Me Giant 800 1200 1000 2 


Monster life AH DE AP 


Silver Fang 750 1200 300 3 


Battle Plan 


1. Shimon suggests freeing Ruthum to the north. It's 
unoccupied. Easy money, plus it might lure the Officer away 
from Makhad, making it easier to take the city. Send 
Shimon to Ruthum. 


2. Wait for Shimon to get halfway there, then send Fizdis 
south to the unoccupied town of Phedon. 


ATTACK 


Base Gold Cooperation Size 

Jakhud _ 5/5 2 

Ruthum 500 4/5 1 ; 
SE 

Phedon 500 4/5 1 be 

Makhad 700 3/5 2 


Your enemies are also fairly limited on this campaign. Only 
two Imperial units stand between you and victory, and neither 
are efficient Teams. For each campaign, the name and location 
of each enemy Marshal, followed by the stats of the monsters 
that accompany them, are listed. 


Enemy Teams 
Monster life ATK DEF AP 
Basic Insect 600 500 700 3 


Blackland Fire Dragon 875 1551 857 2 3. Send Yugi toward Makhad, but make sure he goes through 
Swordsman from the forest and passes the point marked with a star on the 
a Foreign Land 490 750 750 4 map. A Silver Fang attacks Yugi's Team. If Yugi wins, the 


Silver Fang joins him. 


Fury of the Empire 


Well, you managed to rile up the Emperor's forces. He has sent 
troops to the peaceful farmlands on the southern coast of 
Vaxi. There are more towns here that require liberation, and 
you'll certainly want the gold for doing the job. Keep up your 
momentum and rid the countryside of Imperial forces. 


Map 


@ ACONSNODES 


4. Sure enough, the Officer leaves Makhad. Wait for him at the 
base and take him out. 


&ACONNODED = Roaming Monsters 


(@ CURSOR] 


5. Now, send Yugi, Shimon, and Fizdis to Makhad. Surround S = 
Makhad and attack the city in waves, one Marshal after Base Gold Cooperation dize 


another. Dhinn-Farm 4/5 2 


; ‘ Watthu 4/5 
Congratulations! You just successfully struck a blow against 
the Empire. And two monsters joined you: "Silver Fang" and Croethe 3/5 
"Blackland Fire Dragon." Immediately switch "Silver Fang" with Phothwo 4/5 
"Shadow Specter" on Yugi's Team. Assign the "Blackland Fire Dhithton 4/5 
Dragon" to Fizdis, replacing "Kuriboh." An 4/5 
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Battle Plan 


Monster life A DEE AP 
Mountain Warrior 550 600 1000 3 
Axe Raider 1028 2274 1215 
Armored Lizard 950 1600 1300 2 
Monster life AM DE AP 
Tiger Axe 850 1300 110 2 
Stuffed Animal 700 1200 900 2 
Uraby 880 1500 800 3 
1. Send Yugi and Shimon to liberate unoccupied Watthu. Build 
: an Anti-Ground Cannon to ward off attackers, if you have 
Monster Life W DEF fP time. Otherwise, build a Barricade to defend against the 
Larvae Moth 500 500 400 2 enemy Team coming south from Dhithton. 
The Snake Hair 800 1500 1200 2 


Darkling of the Abyss 850 1200 800 3 


KA / 91b 1-497 
(co a ED 
KA kkk a LE 


Monster life A DEE AP z 
Dark Rabbit 800 1100 1500 2 SA, 
Midnight Fiend 500 800 600 3 STE 
2 
3-Headed Geedo 700 1200 1400 2 
o, AND 
' ABÆESCAPED 
S DEFENSES 
f Nam 
Monster life AM DE AP E baa 
Kryuel 800 1000 1700 
Embodiment of Apophis 962 1625 1827 2 
Zarigun 680 600 700 
2. Send Yugi east into the forest to find roaming monsters: 
Monster life ATK DEF AP “Hane-Hane," "Mystic Horseman," and "Man-Eater Bug." 
c Defeat them, and they will join you. Leave Shimon at 
Mystic Horseman 972 1348 1602 3 Watthu to deal with the attackers. 
Hane-Hane 587 500 549 2 
Man Eater Bug 499 509 650 4 3. Send Yugi north to Croethe. Liberate the town and remain 


there to heal. 


4. Send Shimon north to liberate Dhithton. If the battles on 
this stage are still too difficult, build a Healer here in 
Dhithton. It's a central location, making it easy for all 
Teams to utilize. 


seperate 
| Since I'm already here, | m yours to 
conmand, Wr. Resistance Leader! 


| 
| 
| 
i 


on 


. Once Shimon has healed, send him farther north to 
Phothwo. Liberate the town. 


W Mountain Warrior 
Expo LT 
© 550, 550 
N AT 

Kr 1100 


You've done it again, clearing a region of Imperial influence, 
and you've picked up another monster. Once you liberate 
Ashton, Tristan, who has been wandering around Kingdom 
looking for you, also joins you. His is a welcome presence, 
because you now have four Marshals. 


6. Send Yugi outside of Ashton. Leave him there until Shimon 
has healed again, then attack Ashton in waves. When 
attacking Sebeckal, concentrate on his "Mountain Warrior" 
first. It has the least health, but the most AP. 


Word of your rebellion is spreading. The Empire aims to crush you before you gain too much strength, and they plan to do it on 
the Central Way, which runs from one end of Vaxi to the other. Your nemesis is Granus, one of the Empire's top soldiers. Shimon 
has a plan to turn the tables on the Empire, but it's all about timing. 


Name BP AP LP Color abil Monster 1 Monster 6 Monster d 


Tristan 1 1 1 Blue Constructor Giant Solider of Stone Gazelle Swordsman from a Foreign Land 
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Fhagtiuon 
a 


Base Gold Cooperation 
Yortsun = 4/5 
Phagttuon 450 3/5 
Dyethruo 400 2/5 
Telenoes 800 2/5 
Enemy Teams 

Monster life ATH 
Zanki 912 1539 
Lava Battleguard 1055 1669 
Kanan the Sword Mistress 865 1932 
Monster life ATH 
Shadow Ghoul 909 1612 
Mystic Horseman 978 1349 
Rocket Warrior 824 1558 


DEF 
1743 
1919 
1935 


DEF 
1315 
1601 
1356 
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Monster 

Cyber Commander 570 1299 
Robotic Knight 939 1645 
Man-Eater Bug 551 505 
Monster life ATH 

Phantom Dewan 538 729 
Garoozis 1010 1814 
Penguin Soldier 593 771 

Monster life ATH 

Wing Eagle 922 1859 
Thunder Dragon 804 1622 
Mavelus 722: 1346 
Monster life H 

Neck Hunter 1023 1802 
Horn Imp 762. '. 1331 
Hitotsu-Me Giant 814 1230 


Battle Plan 


1251 
1841 
648 


DEF 
625 
1514 
522 


DEF 
948 
1523 
948 


DEF 
1959 
1025 
1028 


AP 


AP 


SACONHODE> 


1. Shimon has set a trap in the central base, Dyethruo. At 9 


p.m., the base will explode, severely injuring all Teams 


inside. As soon as the campaign begins, Granus sends the 6. You still have plenty of time to complete the mission. Wait 


majority of his troops to the fort. Allow them to take it, and for Granus to send out reinforcements. They will be the 
steer clear of it. exact same Teams you just defeated, but with half of their 
original strength. Mop them up with Yugi and Shimon. If 
2. Send Fizdis to liberate Phagttuon. you wish, let Fizdis get a piece of the melee. 


3. While waiting for the trap, send Yugi north to the base of 
the mountains to encounter a "Winged Dragon, Guardian of 
the Fortress #1." It automatically joins you without offering 
resistance. 


4. Send Shimon just outside of Dyethruo. When the bomb goes 
off, he helps clean up the mess. 


5. After the base blows, enemy Marshals scatter. Finish the 7. Once you've wiped out a couple rounds of reinforcements, 
heavily damaged units with Yugi and Shimon. They all have attack Telenoes in waves. With your leveled-up Teams, 
a fraction of their original health, but can still attack with Granus will be a cakewalk. His monsters heal frequently, but 
full strength. there is safety in numbers, and his three monsters are no 


match for your nine. 


With Granus gone and Telenoes free, the last Imperial stronghold on Vaxi Telenoes 
Island is Tsughut. Kepulia, the Marshal for this region, has fortified himself 
in the capital city, and all of the surrounding towns are under the watch of 
his soldiers. Liberate every town on the way to Tsughut for necessary 
experience and cash. 


Map 


] 
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Monster life ATK DEE AP 


Base Gold Cooperation Size Slot Machine 1126 2049 2347 2 

ma = 5/5 š Judge Man 1371 2241 1539 2 

Rowerul 350 3/5 1 Water Girl 704 1271 (021 2 

Kthujan 400 3/5 2 

Ithuvak 600 5/5 1 - 

Ghuashyene 400 3/5 3 Monster life ATK DEF AP 

Tsughut 900 3/5 4 Silver Fang 796 1300 898 

Blackland Fire Dragon 871 1552; -858:2 

Enemy Teams Illusionist Faceless Mage 1260 1221 2218 2 


Battle Plan 


Monster Life fiT DEF nf 1. Immediately, two enemy Teams are sent to your base at 
Axe Raider 394 1807 1247 2 Telenoes. You have some time to liberate nearby towns 
Battle Ox 1161 1905 1214 2 before they reach you. Send Shimon down to Ithuvak. 


Mountain Warrior 568 617 1021 3 E G : i 
2. Bakura arrives to join the rebellion. He says that if you can 


hold out for one full day, he will set fire to Tsughut, effec- 
tively disabling its vicious defenses. 


Monster life AM DEE AP 
Dark EIf 1045 2107 905 2 3. During that day, continue to free bases from Imperial 

: control. Send Yugi north to Rowerul. By now, Tristan and 
Glina ez aE L Fizdis have taken care of the two Soldiers that attacked 
Cyber Commando 570 803 755 Telenoes. Send Tristan down to Ithuvak. 

i FØR, | That means the cannons will be 
Monster life Hp DEF AP img | action, giving you the al you D 
Slot Machine 1226 2049 2347 2 N to storm the castle! 
Zarigun 683 620 722 3 
Phantom Dewan 542 731 631 3 
Monster life AH DEE AP 
Uraby 906 1555 861 
Megazowler 1311. 1818 2019 
Megazowler 1311 1818 2019 
Monster life AM DE AP 
Winged Dragon #1 774 1454 1259 2 4. Once Shimon liberates Ithuvak, Bakura arrives. He tells Yugi 
i hol f day, he will sabot 

Winged Eagle 987 2007 1729 3 that if he can hold on for one more day, he will sabotage 


the defenses at Tsughut. 


Blackland Fire Dragon 871 1552 58 2 


. Send Shimon east to Ghuashyene. Anti-Air and Anti-Ground 
Cannons defend Ghuashyene, Kthujan, and Tsughut. You 
suffer damage if you use direct assaults, so send a strong 
Team in alongside Shimon, such as Tristan. Allow Tristan to 
take damage from the Cannons, then immediately send in 
Shimon while they reload. 


6. After freeing Ghuashyene, send Yugi and another Team to I PIE) 
Kthujan—you have the time to heal up and make the - 
assault, because Bakura’s sabotage is still hours away. 7. Bakura has successfully dismantled Tsughut's defenses, so 


attack the capital city in waves. 


Vaxi Island is now clear of Imperial influence. Bakura joins 
your rebel squadron, which is a welcome relief because you'll 
need his strength when it comes time to lead the assault on 
the mainland. 


Vaxi Island has been purged of Imperial forces, and Emperor Haysheen is not amused. He sends General Secmayton to ensure that 
Yugi never makes it across the land bridge to the mainland. When the campaign begins, several of Secmayton's Marshals head 
directly for your home base of Tsughut. 


Name BP AP LP Color dhil Monster 1 Monster 6 Monster 3 
Bakura 1 1 1 Lt Pumie = Beastking of the Swamps Stuffed Animal Ansatsu 


Base Gold Cooperation vize 
Tsughut - 4/5 4 
Jokhan 600 1/5 1 
Van-Lova 400 1/5 1 
Thor-Mount 400 1/5 1 
Gigan-Syip 800 2/5 2 


+ = Roaming Monsters 
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Tm unaa 
— + Battle Plan 


1. Send Shimon, Tristan, and Fizdis to Jokhan and establish a 


Enemy Teams stronghold ahead of Tsughut. 
ao ton — 


Monster ATK DEF 


Giant Red Seasnake 113 1932 934 
Sea King Dragon 1283 2142 1841 
Fiend Kraken 885 1232 1436 


Soldier — Movino 
Monster life ATK DEF 


Kanikabuto 711 659 913 
Spike Seadra 992... 11685; 1386 
Jellyfish 913 1319 1618 


Soldier x 2 - Moving 
Monster life ATK DEF 


Kanikabuto 711 659 913 2. Send Yugi south to Thor-Mount. While traveling south, Yugi 
Spike Seadra 992 1685 1386 encounters an "Octoberser." Defeat it, and it will join you. 


Fiend Kraken 885 1232 1436 


Monster life HIH 

Zarigun 686 623 719 
Kairyu-Shin 1085 1859 1566 
Water Girl 707 1268 1023 


Monster life ATH 

Parrot Dragon 1128 2049 1351 
Kryuel 825 1049 1748 
Curse of Dragon 1233 2105 1589 


Monster life HI DEF 


3. Send Bakura to Van-Lova. Once the town has been 
Octoberser 900 1600 1400 liberated, send Bakura farther west to battle a roaming 
Enchanting Mermaid 730 1200 900 “Enchanting Mermaid.” Defeat the Mermaid in battle, and it 
joins you. 


4. Weather the army of enemy Teams approaching Jokhan. You 
can certainly take them with Yugi and Shimon, and the 
experience raises their monsters several levels. 


5. Once the enemies closed in on Jokhan have been 
dispatched, send Yugi, Bakura, and Shimon down to Gigan- 
Syip. Attack the base in waves, and you'll easily smash 


Researcher Guild 


Tower-Centauri 


+ = Roaming Monsters 
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Monster 6 
Jellyfish 


Gold 


Once Secmayton's Team is out of the way, another rogue 
Marshal joins your cause: Mako, who commands a Naval- 
oriented Team of monsters. Too bad his expertise wasn't 
available during this water-logged mission. 


Defeating Secmayton at Gigan-Syip was a major blow to the Empire and a huge boost of confidence for the rebellion. Seizing on 
this triumph, Yugi mounts a sneak attack on Imperial forces in the Beastly Badlands, a treacherous strip of desert full of enemy 
Teams and a few roaming monsters. 


Cooperation 


3/5 
1/5 
1/5 
1/5 
1/5 
0/5 


= = d — NO N 
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Enemy Teams 
Monster life AH DEE AP 
Reaper of the Cards 991 1619 2176 2 
King of Yamimakai 1310322251. E 2 
Dark King of Abyss 889 1365 1773 
Monster life AH DEE AP 
Dark Chimera 926 1667 150 3 
Castle of Dark Illusions 1546 1288 2589 
Midnight Fiend 522 853 647 
Monster life AH DEE AP 
Berfomet 926 1438 1837 3 
Bickuribox 1319 246 2251 2 
Shadow Specter 446 634 333 
Monster life AM DEE AP 
Zombie Warrior 765 135 10/7 
The Snake Hair 967 1930 1636 2 
Panther Warrior 1161 2153 1766 
Monster life A DEE AP 
Illusionary Gentleman 1438 3075 3209 7 
Beast of Gilfer 1200 2300 2600 3 
Neck Hunter 1000 1850 2000 4 
Dark Magician 2196 4993 3676 5 


Battle Plan 


1. Immediately send Yugi, Shimon, and Tristan to Tower-Pegasi. 
Prepare to be attacked. Send Mako up to Tower-Deneb for 
an easy liberation. Send Bakura to liberate Tower-Sirius. 


= s e E, 


. Yugi is ambushed at Pegasi. Defeat the "Summoned Skull," 
and it joins you. 


N 


= 


œ 


3. Send Shimon west to encounter the following roaming 
monsters: "Illusionary Gentlemen," "Neck Hunter," and 
"Beast of Gilfer." Win the battle, and they join you. These 
are three extremely strong, useful allies to have, so if you 
lose this fight, start the campaign over again. 


4. Send Mako and Shimon to Tower-Centauri. Liberate the 
base, then prepare for the final battle of the campaign at 
the Air Shrine. 


5. Send Yugi and Shimon to the Air Shrine. They are now more 
than capable of wiping out Darkness without much help. 


6. When you complete the campaign, the Dark Magaician joins 


TE, |] As master of the Dark Magician, | swore ] i i ici i' 
Kb j | ra S I OE o | you. As soon as possible, assign the Dark Magician to Yugi's 
= /} | remenbar? | Team. They are color-compatible, and have quite a history 

es Z s together. 


The Beastly Badlands? Now, not so beastly, thanks to your 
high-powered liberation force. You also gained several new 
monsters that should be assigned to lacking Teams. The 
"Illusionary Gentleman” has several AP, so consider attaching 
him to a Team with little AP amongst its three monsters. 


Crucial Battle 


Yugi's desert attack had the intended effect, and the Empire is on the run. Confident he can strike deep at the heart of the 
Imperial forces, Yugi marches on Enno, site of the Empire's largest stronghold. Haysheen, nervous that this upstart may topple his 
regime, sets out for Enno too, ready and willing to take care of business himself. 


New Marshals 
Name BP AP LP Color Skill Monster 1 Monster 5 Monster ð 


Joey 4 4 1 Orange Constructor Robotic Knight Flame Swordsman _ Giltia the D. Knight 
Mai 1 1 4 


White — Harpie's Pet Dragon Harpie Lady Curse of Dragon 


Base Cooperation Size 


Chitthun ~ 4/5 2 
Nua-Tua 350 2/5 2 
Phostenn 400 1/5 4 
Kardhyis 350 1/5 2 
Tet-Ran 400 G 4 
Dyovann 600 3/5 2 
Nyuaghulla 400 15 a 
Enno 900 0/5 4 
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Enemy Te ams Monster life ATH DEE AP 
Axe Raider 1005 1868 1315 2 
Ansatsu 873 1834 1331 4 
Rogue Doll 1018 1934 1344 2 
Monster life ATK DEE AP 
Zanki 921 2083 2276 4 Battle Plan 
Mystical Elf 1186 954 2152 3 1. Attack Phostenn with Yugi (Phostenn employs Anti-Air 
Axe Raider 1005 1868 1315 2 Cannons, and Yugi's Team is ground-based) before the 
roving Marshal arrives. It's always easier to defend a base 
than it is to fight from the outside. 
Monster Life ATK DEF AP 2. Send Tristan and Bakura to liberate Nua-Tua. Leave Tristan 
Giant Mech Soldier 1248 1364 2125 2 in Nua-Tua, then send Bakura on to Dyovann. Now you 


occupy four bases in the region and are ready to take on 
the remaining Imperial holds. 


Millennium Golem 1443 2211 2405 2 


Zanki 946 1583 1776 

Monster life AM DEE AP EYETV AIG) ul 

Silver Fang 925 Taso 1139 HE 

Megazowler 1396 1981 2186 2 

Beaver Warrior 990 130 1610 

Monster life ATH DEE AP 

Big Insect 1134 1550 1848 

Basic Insect 644 1112 808 3 

Hunter Spider 1054 1838 1649 

Monster life ATH DEE AP 

Zanki 921 2083 2276 4 3. Joey arrives at 1 p.m. Station Joey in Phostenn to help repel 

Pumpkinking of Ghosts 1304 2080 2291 2 Imperial reinforcements. 

Ss ania hs 4. Send Shimon down to Tet-Ran. The enemy Team is tough, 
but Shimon's monsters should be able to handle it without 
using too much Medicine. 

Monster life AH DEE AP 

Dark King of Abyss 967 1457 1058 3 

Dragon Seeker 1125 2332 2442 3 


Reaper of the Cards 988 1530 2078 


. Mai arrives shortly thereafter, at 6 p.m. game time, as Joey 
promised. Send her airborne Team to Nyuaghulla, which is 
surrounded by Anti-Ground Cannons. 


. Send Yugi north to free Kardhyis. If you've been using Yugi 
and Shimon regularly, their levels should be significantly 
higher than the rest of the Teams’, and they should be able 
to sweep this base easily. 


@ CONMODED 


@ CURSOR 


. Now it's time to face the Emperor. Surround Enno, which is 
protected by Anti-Ground Cannons. Unless Mai's flying 
Team can clean house alone, somebody is going to take a 
hit going in. It might as well be somebody from your second 
tier of Marshals, like Tristan. Between Yugi, Shimon, and 
Joey, defeating Haysheen is a cakewalk. In fact, it may be 
too easy. 


PPR 2747 


| Who... What are you? 


It turned out that the Emperor had no clothes, at least, none 
that adequately defended him against your superior forces. A 
cutscene plays, revealing that forces were at work behind the 
scenes, and now they're ready to take center stage. 

Meet Scott Irvine, the man SIC Labs is named after. He 
created Kingdom, and it was his idea to trap you in his VR 
universe. Disgusted with Haysheen's failure, Scott deletes him 
from the system and decides to take care of you personally. 
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Emperor Haysheen failed and paid the price for it. Now, Scott Irvine is in control of Kingdom, and he has Yugi on the run. Yugi 
falls back to Uruvie Canyon, where Téa is under attack from marauding enemy Marshals. With the rebel forces scattered, only 
Joey, Tristan, and Shimon can join this campaign to rescue Téa. Fortunately, Téa's Team is strong and able, and she can hold her 
own until Yugi arrives. 


Name BP AP IP Color dhi Monster 1 Monster p Monster ð 
Téa 2 2 2 tt Yellow Healer Dancing Elf Dark Witch Gyakuteno Megami 


Map Enemy Teams 

Monster life AM DEF AP 
Monster Tamer 1165 2157 1944 2 
Dungeon Worm 1474 2543 2237 

Cyber Saurus 1192 2459 2084 3 
Monster life AM DEE AP 
Mavelus 944 1793 1401 3 
Wing Eagle 1167 2475 2188 

Winged Dragon #1 844 1621 1409 2 
Monster life AM DEE AP 
Gazelle 839 1740 1424 2 
Berfomet 1003 1590 1988 3 


Queen of Autumn Leaves 1095 2500 2202 2 


+ = Roaming Monsters 


= Enemy T z 
Soe Monster life ATK DEE AP 
Beastking of the Swamps 822 1594 1697 2 
Dark Elf 1293 2703 1486 3 


Ghoul with an Appetite 1223 1826 1426 


Base Gold Cooperation vize 
Craw-Valley _ 4/5 2 
Beyzon 400 3/5 1 Monster Life ATH DEF AP 


Vrauson 800 1/5 2 Baby Dragon 795 1388 885 2 


Battle Plan 


SICASTLE> 


@ICONMODED 


1. When the action starts, Téa finds herself surrounded by 
enemy Marshals. Move Téa to Beyzon, just south of her 
position. She may meet one enemy Team before reaching 
Beyzon, but once she's inside, it's easier to defend her 
against wave after wave of approaching monsters. 


Caution 


By this point in the game, the 
enemy has become very adept at 
picking on your weakest monster. Whenever you have 
the chance to heal, do so. Losing a monster now can be 
disastrous to a campaign. 


PS peel By te Pay ee Sete ET 
You experience your first taste of Fusion in this campaign. 
Unfortunately, it's not you unleashing it. Several enemy 
Teams now possess the goods to merge into bigger, more 
dangerous beasts. When this happens, run. There is no 
shame in escaping, and when you engage the enemy later, 
the fused monster will be back to its two (or three) 
original parts. 


2. Send Joey south of Beyzon to encounter a roaming monster, 
“Baby Dragon.” It willingly joins you. 


3. Once Téa has healed up in Beyzon, attack Vrauson in waves. 
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Monster 


Zanki 937 1618 1821 
Yugi escapes the canyon. There is a lightly guarded fort, Harpie's Pet Dragon 1485 2945 3446 3 
Chelyumn, nearby. He decides this is best place to regroup, but Blackland Fire Dragon 934 1710 1020 
the base must be taken before Imperial troops seize it. 
Monster life ATH DEE AP 
Axe Raider 1042 2445 1338 
Garoozis 1068 2431 1609 2 
Swordsman from 581 472 459 


a Foreign Land 


Monster life AH DE AP 
Aqua Madoor 1202 2421 25 3 
Tao the Chanter 770 2309 1023 2 
Dragon Piper 1075 1231 1834 2 
Monster life ATH DE AP 


Sanga of the Thunder 1762 3315 2914 3 


Battle Plan 


Base Gold Cooperation Size œ 

eres LA 
Buizlluin = 3/5 1 E 
Ce-Reizo 500 1/5 1 A 
Chelyumn 600 2/5 2 T 

aa jeni gyi 
i Selene Ap: Bi 

Giant Mech Soldier 1303 1990 2155 2 
Launcher Spider 1480 2373 2690 3 1. When the campaign starts, Atensa sends his entire armada 


Cyber Soldier 1049 2132 2339 3 after you. Head them off in the desert with Shimon and Joey. 


2. Send Yugi southbound to fight a roaming "Sanga of the 
Thunder," then send Yugi east to meet up with a mysterious 
desert straggler. Finally, head back up to Chelyumn for the 
main assault. 


3. Send Mai to liberate Ce-Rezio and pick up the extra money. 


4. Surround Chelyumn and finish off Atensa. 


J CH 


Yugi finally ditches his Imperial pursuers, leaving Scott shaken. Scott hatches a new plan. He will trap Yugi and his cohorts in the 
Maryah-Denn fields, which are full of capable enemy Teams. 


Base Gold Cooperation vize 
Riz-Phonn _ 3/5 2 
Ru-Ma-Pann 800 2/5 1 
Seirauna 1000 1/5 2 
Maryah-Denn — 1/5 4 


Enemy Teams 


Monster life ATH DEE AP 
Embodiment of Apophis 1183 2126 2324 3 
Embodiment of Apophis 1183 2126 2324 3 
Mystical Beast Serket 1583 2861 2362 2 


Monster life AH DE AP 
Neck Hunter 1253 2398 2543 
Flame Cerebus 1323 2490 2203 
885 1887 1608 


Gazelle 
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4. Lead an assault on Scott in Maryan-Denn. 


] Let me share something with you. The 


j human mind is a lot more fragile than 
Monster Life ATH DEF HP Diehl thist. 


Parrot Dragon 1437 2645 1926 3 


Kaiser Dragon 1462 2515 2220 2 
Curse of Dragon 1338 2366 1902 
Monster life AM DE AP 
Parrot Dragon 1444 2652 1961 3 
Kaiser Dragon 1463 2524 2221 2 
Curse of Dragon 1330 2371 1926 2 
Scott stops Yugi’s forces just shy of Maryah-Denn by using a 
mind trick to possess some of Yugi's friends, like Téa and Joey. 
Monster life ATH DEF AP Now, they fight for Scott. Battling Tea and Joey for their 
s minds will be the hardest thing Yugi has ever done. 
Launcher Spider 1500. 2371 : 2679 2 
Labyrinth Tank 1644 3149 3158 3 
Slot Machine 1479 2546 2841 3 
Battle Plan Yugi's party has fractured. Some of his friends now belong to 
: Scott, others have fled for safety. Scott sends Téa to hunt 
1. Several airborne Teams set out for Riz-Phonn, but you don't | down Yugi in the Beastly Badlands, where she will sacrifice 
have enough time to prep an Anti-Air Cannon for them. herself in a magic ceremony unless the rebellion stops her. 


Instead, weather their attacks at the base. 


2. When the roving enemy Marshals have been defeated at 
your base, send Shimon north to Ru-Ma-Pann and Joey 
south to Seirauna. 


‘Team Mi axe UF 


With Joey away, 
consider giving his 
powerful monsters 
to another Marshal, 
like Fizdis. And if 
you haven't already, 
give Tristan some of 
the stronger 
monsters you've 
encountered along 
the way, like "Dark Magician Girl" and "Beast of Gilfer." 


3. Once Ru-Ma-Pann and Seirauna have been liberated, a Dark 
Magician Girl joins your party. 


Monster life AH DEE AP 
Spike Seadra 1114 1996 1696 4 
Spike Seadra 1114 1996 1696 

Reaper of the Cards 1073 1821 2366 2 


Monster life AM DEE HP 
Hunter Spider 1209 2749 2803 5 
Dragon Seeker 1133 2042 000 3 
Basic Insect 747 853 1049 


E Monster life AH DEE AP 
+ = Roaming Monsters 
Gazelle 881 1938 1638 2 
Dragon Seeker 1209 2749 2803 
Berfomet 1088 1733 2132 
Base Gold Cooperation vize 
Tower-Centauri - 0/5 1 
Tower-Deneb 300 0/5 1 z 
TE R ss nis i Monster life ATH DEE AP 
Air-Shrine 300 1/5 2 Zanki 998 1831 2043 3 
ek 300 0/5 1 ann Battleguard 1574 2921 2614 
Résearcker Guild 400 3/5 2 Mystic Horseman 1280 1936 2196 4 
Monster life AH DEF AP 
= Queen of Autumn 1404 2585 2294 3 
Monster life AH DEE AP Leaves 
Dark Elf 1518 3317 215 4 Millennium Golem 1542 2389 2579 3 
Embodiment 1215 2242 2444 3 Giant Soldier of Stone 1403 1537 2231 3 
of Apophis 


Garoozis 1160 2118 1804 
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4. While Shimon heals up in Tower-Pegasi (consider building a 
Healer here—it's a good, central location), send Mai on to 


Â 
Battle Plan 


Tower-Sirius. 
1. Two enemy units immediately attack Tower-Centauri. 5. Yugi has likely reached the Researcher Guild by now. Once 
Fending them off should be a snap at this stage. he liberates it, the Time Wizard joins the party. 
2. Send Yugi to liberate Tower-Deneb. 6. It's time to free Téa from Scott's mind grasp. Good thing the 
monsters he saddled her with aren't terribly formidable. 
3. Send Shimon and Mai to liberate Tower-Pegasi. Send Attack the Air-Shrine in waves, and she'll be back to normal 
Shimon in first if you want an easy sweep, but Mai could in no time. And the "Dark Elf" joins your party, too. 


probably use the experience of doing it on her own. 


The rebellion is back on the rise. Having regained some confidence by freeing Téa, Yugi mounts a counterattack against Scott's 
forces. However, if Yugi wants a piece of Scott, he has to go through Joey first. And the brainwashed Joey is a tough foe. 


Base Gold Cooperation Size 
Chitthun _ 1/5 4 
Enno 700 0/5 4 
Kardhyis 450 1/5 2 
Nua-Tua 450 2/5 2 
Dyovann 750 3/5 2 
Tet-Ran 500 1/5 4 
Phostenn 500 1/5 4 
Nyaghulla 500 1/5 4 


Enemy Teams 


Monster life A DEE AP 
Red-Eyes B. Dragon 1675 2917 2526 
Panther Warrior 1671 3322 2990 


Ryu-Kishin Powered 1338 2611 2230 


Monster life ATH DEE AP 
Zombie Warrior 939 1847 1546 4 
Zombie Warrior 939 1847 1546 4 


Judge Man 


Officer x 2 - Tet-Ran 
and Kardhyis 


Monster 


Mystic Horseman 


Battle Ox 
Zanki 


Soldier - 


Monster 
Beaver Warrior 
Zanki 


Kanan the 
Swordmistress 


Soldier - 


Monster 
Tiger Axe 


Garoozis 
Hitotsu-Me Giant 


Battle Plan 


life AM DE 

1382 2140 2387 
1592 2514 1857 
1026 2359 2456 


Moving 

life AM DI 
1120 2091 2384 
1001 1859 2046 
969 1781 1787 


Moving 
life ATH DEF 
1163 2060 1855 
1138 2024 1723 
921 1572 1380 


1. Send Tristan east to Phostenn. The city is fortified with 
Anti-Air and Anti-Ground Cannons, so he'll take damage. 
But it's necessary to trigger an event. 


Attack! Take that castle from them! 


2. Talk about surprises. Seto Kaiba, Yugi's personal nemesis, 

shows up to lend a helping hand. Apparently, he's mixed up 
in this crazy VR world, too. Kaiba's forces wipe out most of 
the base defenses, easing the strain your Teams would have 
taken on this campaign. 


3. Send Fizdis and Mai to Nua-Tua. As soon as Nua-Tua is free, 


shuttle Fizdis east to Dyovann 


4. Send Shimon down to Nyuaghulla. The Marshal here is 
strong, so you make sure you have full health before setting 


foot in the city. 


5. Station Tristan in Phostenn in the event any Imperial 
reinforcements are sent out. Send Yugi to liberate Kardhyis. 
Heal him in town, even if you have to build a Healer, and 
then get ready to take on Joey. 


6. Surround Enno with Yugi, Shimon, and Fizdis. Attack the 


base in waves. Joey is a tough fight. 


Still under Scott's control, Joey pulls back at the last second. 
The entire campaign was hardly a waste, though, because the 


"Red-Eyes B. Dragon" joins your party. 
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Monster life ATK DEF 


Shadow Ghoul 1052 1827 1542 
Joey remains under Scott's control, and Mai thinks it's time to Ansatsu 1100 2449 1932 


ae en with him. Joey retreats to Uruvie Canyon for Dark King of the Abyss 1061 1863 1457 


Map 


Monster life AM DEE AP 
Armored Lizard 1122 1795 1491 3 
Zanki 983 1810 2016 3 
Axe Warrior 115 2278 17934 


Battle Plan 


1. Head for Beyzon with Yugi and Shimon. Clear out anybody 
who stands in your way. 


b 2. Send Shimon to Vrauson to soften up Joey. 


Ei 
s S 


Vrauson - 
= 


Sy 
GANFOD 
(ESCAPED 


DEFENSES 
BANT 


Base Gold Cooperation Size 
Craw-Valley — 4/5 2 
Beyzon 350 3/5 1 
Vrauson 700 2/5 2 


3. Finish Joey with Mai. 


Enemy Teams Finally, Joey is free of Scott's control. “Panther Warrior" also 


joins your ranks, and you should put this powerful monster on 
one of your weaker Teams. It is a valuable asset to have in 


Monster life A DEE AP BPEOTHING Senna 
Panther Warrior 1664 3353 3008 6 
Ryu-Kishin Powered 1337 2611 2213 3 
Tiger Axe 1368 2682 2499 4 


The lower coast of Tsughut has been burned and gutted by the 
Imperial forces. Yugi and friends arrive in pursuit of Bakura, 
their final friend under Scott's influence. It looks like Yugi is 


going to have to clean up Vaxi Island again. 


Map 


Telendeés 


Base 
Tsughut 
K-Su-Yan 
Y-Su-Wak 
Telenoes 


Enemy Teams 


Monster 
Labyrinth Tank 
Slot Machine 
Curse of Dragon 


Gold Cooperation 
_ 1/5 
100 0/5 
100 0/5 
100 0/5 
life AM DEF 
1967 3878 3870 
1839 3741 4051 
1494 2856 2405 


dize 
4 


2 
1 
2 


AP 


oun A 


Monster 

Neck Hunter 
Neck Hunter 
Swordstalker 


Monster 

Flame Swordsman 
Dungeon Worm 
Armored Lizard 


Monster 

Aqua Dragon 
Suijin 

Fortress Whale 


Battle Plan 


Life 
1427 
1427 
1183 


Life 
1136 
1541 
1107 


Life 
2114 
2206 
2629 


ATH 
2783 
2783 
2469 


ATH 
2445 
2682 
1788 


ATH 
3853 
3639 
4658 


DEF 
2939 
2939 
2059 


AP 


AP 


> 


1. Immediately build an Anti-Ground Cannon and Barricade. 
Several enemy Teams are headed south to your base 
at Tsughut, and the cannons will be ready by the time 


they arrive. 
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. Send Mai and Fizdis north to K-Su-Yan. Some of the 
enemies heading toward Tsughut will become distracted by 
these two and start rambling toward K-Su-Yan. You'll need 
both Teams to ward them off. 


4. Send Tristan to Y-Su-Wak. Liberation is easy. 


5. Heal up your Teams, because String, the boss in Telenoes, is 
a tough customer. Send in Shimon first, and if he cannot 


2. Send Shimon up the coast to catch up with a band of win the day, follow him with Yugi. 


roaming monsters, including an impressively beastly 
“Fortress Whale." These three monsters are strong and 
merciless. The only way to win them over is by attacking 
the "Aqua Dragon" without hesitation. Defeating just a 
single monster sends your score skyrocketing, which will 
guarantee a victory. 


Turns out String is really Yami Bakura, and worse, he has 
defected to the Imperial army. He's the leader of the force that 
took Vaxi Island. If you want to rid the island of evil, you must 
face your old friend in Makhad. 


Yami Bakura is in a mad race for Jakhud, and you must beat Base Gold Cooperation dize 
him there before he can burn it to the ground. There aren't Makhad = 1/5 3 
many enemy Marshals on the field, but they are quite strong. 


Worse yet, they're fast. Phedon 100 4/5 1 
Ruthum 100 1/5 1 
Jakhud 100 0/5 2 
Enemy Teams 
Monster life AM DE AP 


Pumpking King of 1585 2477 2678 3 
the Ghosts 


The Snake Hair 1441 3034 2748 3 
Reaper of the Cards 1147 2051 2590 2 


Monster life AH DE AP 
Robotic Knight 1644 2542 2749 4 
Launcher Spider 1574 2521 2839 2 
Giant Mech Soldier 1371 2783 2908 4 


Monster life AM DEE AP 
Orion the Battle King 1525 3141 2862 4 
Dark Chimera 1115 2107 1962 4 


Winged Dragon #1 1018 2028 1808 3 


Monster life AH DEE AP 
Flame Cerebrus 1367 2650 2372 2 
Dragon Seeker 1316 2857 2983 4 


Flame Swordsman 1114 2456 2262 3 


Battle Plan 


AMOVE> 


ie @FOUSS 
ale} | = eA) MODE? 


sek 


. This is a mad dash for Jakhud. Yami Bakura gives you a 
slight head start, so take advantage of it. Send Mai and 
Tea, your fastest Teams, to Jakhud as soon as the 
campaign starts. 


N 


approach Makhad. 


. The Marshals in Ruthum and Phedon don't stay put for very 
long. Send Shimon and Yugi to take care of them as they 


3. Mai and Téa just manage to make it to Jakhud moments 


before Yami Bakura arrives. The two of them are more than 


able to dismantle Yami Bakura's monsters. 


Beating Yami Bakura sends the Millennium side of Bakura's 


personality back into his mental recesses, returning the regular 


Bakura to Yugi's side. 


a nm 

A new Marshal is also ready to pick up arms against Scott's 
empire: Espa Roba. Her Team is rock-solid, so equip her 
monsters with plenty of Medicine so they're ready for action 
immediately. 


Order has been returned to Vaxi Island, and Bakura is back to normal. Because the rebellion is swelling again, Imperial forces are 


spread out across Rondeval. Yugi seizes on this moment of opportunity to attack the Imperial supply route at Anker-Hill. Arkana, a 


magical Marshal with a freakishly powerful “Dark Magician" of his own, protects the base there. 


Name BP AP IP Color abil 


Espa Roba 4 2 5 Green - 


Monster 1 
Giant Mech Soldier Jinzo 


Monster 3 
Cyber Saurus 


Monster 6 
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Monster life AH DE AP 


Dark Elf 1369 2903 1729 
Tao the Chanter 838 1472 1151 2 
Illusionist 1516 1726 272 


Faceless Mage 


Monster life AM DEE AP 
Gemini Elf (Kachua) 1005 1798 1275 4 
Gemini EIf (Lora) 944 1593 1081 

Aqua Madoor 1306 1662 2467 3 
Monster life AM DEE AP 
Phantom Dewan 721 1137 1040 
Invitation to a 1072 1907 2186 5 
Dark Sleep 


Saggi the Dark Clown 597 1007 1900 3 


Monster life AM DE AP 
Zombie Warrior 887 1844 1537 4 
Zombie Warrior 887 1844 1537 
Illusory Gentleman 1274 2557 2678 6 

Base Gold Cooperation Size 

Shadow Forest — 0/5 2 Battle Plan 

Twin Rivers 850 0/5 2 EENIA 

Sunny-Plane 850 0/5 2 : 

Anker-Hill 1000 1/5 4 

Enemy Teams 

Monster life A DE AP 

Invitation to a 1072 1907 £2186 5 

Dark Sleep 

Invitation to a 1072 1907 2186 5 

Dark Sleep : 

Dark Magician #2 2341 5187 4791 5 1. Arkana sends all of his Marshals directly for you. Send Joey 


and Téa to Twin Rivers. This will divert the evil Teams from 


attacking your home base, and these two Marshals are m 
more than able to fend off the bad guys. Be careful when ap 
dealing with the "Gemini Elf" sisters; their Gemini Double 


Radiation attack can do serious damage to all three of your * = Roaming Monsters 


monsters at once. 


2. Send Tristan down to Sunny-Plane. Liberate the base for 
easy money. 


Base 

3. Once all of Arkana's minions are history, send everybody in Khatoghu 
full health to Anker-Hill. Surround the city, then attack in Charte-Goallun 
waves. Yugi cannot fall in this battle, or else the campaign 


ends. So, use the other Teams to soften Arkana's powerful Myilluno 
monsters (that Dark Magician #2 has an incredible energy- Jenonnva 
sucking magic spell that more than halves your health), and Phyo-Rente 


then send in a full-power Yugi to finish the job. 


If you manage to defeat Arkana, "Dark Magician #2" joins your Enemy Teams 


party. Attach him to Yugi's Team, so you too can harness his 
incredible magic powers. 


Monster 


Pumpking King 
of Ghosts 


Dragon Zombie 
Armored Zombie 


Perhaps inspired by the might and magic of "Dark Magician 
#2," Yugi decides to venture to the Black Chaos ruins, the final 
resting place of a series of ancient, magical relics that will 
unlock magnificent powers. 


Monster 
King of Yamimakai 


Life 
1512 


Castle of Dark Illusions 1767 


Reaper of the Cards 


Www. primagames.com 


1120 


MIDE 


(ooperation 
0/5 
0/5 
0/5 
0/5 
0/5 
ATH DE 
2489 2712 
2670 1060 
2881 1391 
ATK DE 
2750 2283 
1704 3008 
1949 2478 


dize 


3.2.2 — = 


AP 


w 
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Battle Plan 


. Start by sending Téa to Charte-Goallua. After she beats the 
Sandi stationed there, she receives Gravity Bind. 


2. Send Téa over to the south of Jenonnva. A sympathetic 
S “Labyrinth Tank" is roaming the forest and will join you. 
Monster life AM DE AP | ee 
3. Direct Joey to Jenonnva. He will receive "Final Flame, 
Cosmo Queen 2047 3401 2960 6 as well as be joined by the "Machine King” when the 
Dark Elf 1547 3429 2196 4 battle is over. 
Dark Elf 1547 3429 2196 a 4. Direct Joey just south of Myilluno. A "Dragon Piper" is 
hiding in the forest. It also joins your party. 
5. Send Shimon down to Phyo-Rente. After the battle, Shimon 
receives "Mirror Force," and "Beta the Magnet Warrior" 
Monster life ATK DEF AP joins the rebellion, too. 
Battle Ox 1809 2860 2179 5 6. Now send Yugi into Myilluno to run out the Sandi living 
Battle Ox 1809 2860 2179 5 there. He receives a nice, post-battle “Bless of Moonlight." 
Sengenjin 2008 3176 2179 5 A "Millennium Golem" joins you, too. 


This side trip was well worth it, because your pockets are now 
overflowing with extra gear, such as "Riryoku" and "Raigeki," a 
devastating magic attack. 


Yugi, ready to launch a huge assault, decides to regroup at the Nonnber Castle. It's supposed to be an abandoned citadel, but as 
Yugi approaches, he notices a new tenant: Seto Kaiba! Apparently, Kaiba uses the outpost as a staging ground, and he doesn't 
particularly care for trespassers. You must face Kaiba if you want a shot at Scott. 


Base Gold Cooperation Size 
Bustonn _ 2/5 2 
Jark 350 0/5 1 
Shyi-Hagou 350 0/5 1 
Castle-Leftarm 450 0/5 4 
Castle-Rightarm 450 0/5 4 
Nonnber 700 0/5 4 


Enemy Teams 


Monster life ATK DEE AP 

Blue-Eyes White 2592 4302 3800 5 

Dragon (Azrael) 

Blue-Eyes White 2695 4305 3812 5 
h Dragon (Djibril) 

Blue-Eyes White 2600 4300 2808 5 


* = Roaming Monsters Dragon (lbris) 


Monster 


Giltia the D. Knight 
Giltia the D. Knight 


Kaiser Dragon 


Monster 
Swordstalker 
Swordstalker 


Red-Eyes B. Dragon 


Monster 
Dungeon Worm 
Insect Queen 
Hercules Beetle 


Monster 
Dark Witch 
Dark Witch 
Slot Machine 


Monster 
Parrot Dragon 
Seiyaryu 


Harpie’s Pet Dragon 


Monster 
Thunder Dragon 


Serpent Night Dragon 


Curse of Dragon 


Monster 


Life 
1204 
1204 
1543 


Life 
1148 
1148 
1613 


Life 

1544 
1670 
1802 


Life 
1540 
1540 
1738 


Life 
1664 
1624 
1728 


Life 
925 
1607 
1420 


Life 


Gaia the Fierce Knight 2739 


ATH 
2315 
2315 
2623 


ATH 
2902 
2902 
2910 


ATH 
2706 
2568 
2264 


ATH 
2788 
2788 
3052 


ATH 
3083 
3152 
2937 


ATH 
2062 
3010 
2645 


ATH 


DEF 
1944 
1944 
2327 


DEF 
2492 
2492 
2503 


DEF 
2410 
2746 
2792 


DEF 
2673 
2673 
3340 


DEF 
2401 
2966 
3459 


DEF 
1961 
3067 
2134 


DEF 


AP 


AP 


PN» 


AP 


hw A 


AP 


AP 


1. As soon as the campaign starts, Yugi confronts Kaiba, who 
throws down this challenge: Meet him at Nonnber Castle 
for a showdown. 


2. Two Officers rumble up to Bustonn, but they're nothing your 


Teams cannot handle. 


‚1313 
ees AA 


3, Send Shimon to the middle of the lake. In the dead center, 


he'll encounter “Gaia the Fierce Knight." Fierce, indeed. He 
(and his two pet “Curse of Dragons") is a hard fight, 
especially when “Gaia” fuses just before you knock it out. 
Still, concentrate all your firepower on "Gaia." Just beating 
it will send your score through the roof, and this fight is 
decided on points. 


4. Jark is equipped with Anti-Ground Cannons, so send Mai to 


liberate the base. Shyi-Hagou is also fortified with Anti- 
Ground Cannons, so send Téa to complete that mission 
(assuming you left them with airborne Teams, of course). 


5. Attack Castle-Rightarm and Castle-Leftarm with this trio: 


Joey, Yugi, and Shimon. The Marshals stationed in the 
castles are not easy battles, but a steady rotation of your 
Teams at their doorsteps will whittle their strength to a 
manageable level. 
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. Now it's time to face Kaiba. His three "Blue-Eyes White 
Dragons" are equal parts deadly and beautiful—especially 
when they combine to form a massive superdragon. 
Surround Nonnber with as many Marshals as you can get 
there before reinforcements arrive. Attack in waves. 


Well now, that was some uproar at Nonnber Castle. With 
Kaiba slammed, Scott must defend the last few regions in 
Rondeval he exerts control over by himself. It's time to take 
the battle to him. 


Towernamithern 


Haepe-Toun E 


Yugi marches on the capital of the empire, Sygh-Varths. Without Kaiba and his monsters, it's a pretty lonely place to be for Scott. But 
don't think for a moment that this madman is going to be a pushover; he's backed into a corner and willing to fight to the end. 


Base Gold Cooperation Size 
Pleasure Town — 1/5 2 
Vestoara-Gate 500 0/5 4 
Turret-Front 500 0/5 4 
Dhorminouth-Town 700 0/5 2 
Kaepe-Town 700 0/5 2 
Tower-Southern 500 0/5 4 
Sygh-Varths Gate 500 0/5 4 
Sygh-Varths 1800 1/5 3 
Enemy Teams 

Monster life ATH DEE AP 
Cosmo Queen 2186 3631 3178 7 
Barrel Dragon 1714 3717 3329 4 
Barrel Dragon WA 3717) 3329 4 


Monster Life 
Launcher Spider 1649 
Launcher Spider 1649 
Labyrinth Tank 1973 
Monster Life 


Saggi the Dark Clown 678 
Saggi the Dark Clown 678 


Illusionist 1609 
Faceless Mage 


Monster Life 
Mavelus 1338 
Mavelus 1338 
Wing Eagle 1457 
Monster Life 
Dragon Seeker 1320 
Kryuel 1507 
Summoned Skull 1623 


Battle Plan 


1. After a spirited throwdown between Yugi and Scott, the 
campaign begins. Two Marshals are headed straight for 
Pleasure Town, so steel yourself with a Barricade. 


2. Once they are finished, send Mai to Dhorminouth-Town, 
which is guarded by Anti-Ground Cannons. Her airborne 
Team can slip through and deal some serious damage. While 
she's headed to her target, send Shimon to Vestoara-Gate. 
The Marshal there has installed a Healer, and it comes in 


handy before the final battle. 


ATH 
3145 
3145 
3942 


ATH 
2165 
2165 
2649 


ATH 
2528 
2528 
3170 


ATH 
2867 
2357 
3068 


DEF 
3460 
3460 
4002 


DEF 
2574 
2574 
3126 


DEF 
2137 
2137 
2912 


DEF 
2975 
3063 
1763 


3. Turret-Front is protected by Anti-Air Cannons, so send 
Joey's ground-based Team there to liberate the base. 


4. Send Yugi down to Tower-Southern, which is protected with 
AP Anti-Air Cannons. Once he has dispatched the resident 
Marshal, quickly liberate nearby Kaepe-Town. Then send 
Yugi back to Vestoara-gate, which Shimon just liberated. 
Use the Healer. 


5. All that stands between you and Scott is Sygh-Varths Gate, 
which is guarded by Anti-Air Cannons, so slip a ground 
Team in there, like Shimon. 


we 
AP ATS yv RE 
4 o ~ 
3 AATA 
A DEITEND 
~ ANED 
I ADESCAPED ~ 
AP DEFENSES 
4 m 
4 
5 


6. Now, it's time to strike directly against Scott in the capital 
city, Sygh-Varths. Use Mai and Téa to slip above the Anti- 
AP Ground Cannons. If they cannot finish Scott, sacrifice a 
weak Team to set off the Anti-Ground Cannons, then defeat 
Scott with Yugi and Shimon. 
Scott's Cosmo Queen is clever about healing. Not only 
2 can she recover health every round, but she also manages 
to use Red Medicine before you can completely wipe her 
out. Just keep on her. As soon as her Red Medicine is spent, 
she's a sitting duck. 


e A 
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Scott retreats at the last possible moment from his imminent 
defeat in Sygh-Varths. He flees to Ishtar, a holy tract of land 
at the southern tip of Rondeval, which is under the protection 
of a crafty Marshal named Odion. Yugi must go through Odion 
if he wants to finally escape Kingdom. 


Map 


Base Gold Cooperation Size 
Kaepe-Town — 0/5 2 
Ishtar Gate 300 0/5 2 
Ishtar 800 0/5 3 
Home-Land 600 0/5 1 
Enemy Teams 

Monster life ATK DE AP 
Embodiment 1287 2130 2605 3 
of Apophis 

Embodiment 1287 2130 2605 3 
of Apophis 


Mystical Beast Serket 1718 3059 2558 3 


Monster 

Fairy's Gift 1437 2237 1827 5 
Queen of 1614 3035 2734 4 
Autumn Leaves 

Hane-Hane 1071 1451 1487 4 
Monster life ATH DEF AP 
Dark Witch 1541 2906 2776 4 
Dark Witch 1541 2906 2776 4 


Orion the Battle King 1498 3048 2740 4 


Battle Plan 


1. Four Soldiers are coming straight for you. They're not 
terribly impressive opponents, though, so head them off 
with Shimon. 


2. Send Mai down to the unoccupied Home-Land base. 
3. Send Téa to liberate Ishtar Gate. 


4. Once all four roving 
enemy Teams have 
been disposed of, 
send Shimon, Yugi, 
and Joey to meet 
Odion in Ishtar. The 
Embodiment of 
Apophises that 
flank the Mystical 
beast Serket are i 
equipped with three = 
Red Medicine each, so take them out first, or you will end 
up in a vicious circle of healing. 


0 


When Odion falls, you 
find Kaiba's younger 
brother, Mokuba. He 
stirs from Scott's mind- 
control powers before 
heading on to the secret 


f | Wokubal Wake up! 3 
E ianiai room in the back of the 


Ishtar temple.... 


Kaiba Seto's plot line follows the action from the opposite zZ hs 
point of view. Instead of leading the rebellion, Kaiba—as a n 
Emperor Haysheen's flunky—must squash it before it gains too N, Tee = 
much momentum. If you ever wanted to stick it to Yugi Muto, en a 7863G 
playing as Kaiba gives you that chance. : 7 BPERSON(s) 
Kaiba's adventure spans 21 campaigns and crosses the same : 

maps as Yugi's adventure, but with very different mission 
objectives. Learn to use your dark side correctly, and the 
rebellion will be finished before it even gets started. 


Tete Mas Ùy 


WY Magician of Black Chans TeomMaxe Up 
_ EXP 382b 


ETOO 0 4409G 
1 3/ SPERSON(S) 


DECIDED 
@=INFO> 
(BRETURN2 


#4283 © qb 


challenge of starting with new, low-level monsters; if so, just 
start a brand new game on a different memory card. 

However, there's a reason monsters are carried over. 
Monsters that join you in Kaiba's storyline will complete fusion 
pairings, and not only will that make defeating the rebellion 


ASSHIFT> easier, but it's also a lot of fun to bust out a giant monster. 
(SOSEXCEPT> Best of all, is that Yugi’s hard-earned "Soul of Obelisk" can 
SATE be utilized by Kaiba, as he's also a Master of the Egyptian 
BIRETURND Gods. This will allow Kaiba to summon "Obelisk the 
S Tormentor,” which will certainly help when the situation 
Monsters carry over from game to game. So, if you already gets hairy. 
played the game as Yugi, check the Team Make Up screen for We mixed both new and previously played monsters to 
a very pleasant surprise; you have a very impressive stable of create some good, strong Teams. After all, if you're going up 
monsters to start the game. But perhaps you want the against Yugi, you're going to need all the help you can get. 


When Kaiba awakens from his loss of consciousness, he's in the presence of Emperor Haysheen. The Emperor directs Kaiba to the 
plains of Maryah-Denn, where you are to hunt down rebel Marshals and put the fear of the Empire into the hearts of the nation. 

Haysheen sends Marthis and Mokuba, Kaiba's younger brother, to accompany him on this mission. Each is equipped with a good, 
solid Team. But, as mentioned, you are encouraged to experiment with the extended monster catalog. 


Name BP AP LP Color dhil Monster 1 Monster 6 Monster ð 

Kaiba 2 2 1 Lightblue Master of the Hitotsu-Me Giant Crawling Dragon Saggi the Dark Clown 
Egyptian Gods 

Mokuba 1 1 1 Blue Discount Three-Headed Geedo Armored Lizard Zarigun 

Marthis 1 1 1 Brown - Dark Plant Dark King of the Abyss Water Girl 
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Enemy Teams 


Consider ditching Marthis's "Water Girl" for "The Illusionary 
Gentleman," or giving Kaiba a few of the monsters that served 
Yugi so well, like the "Beaver Warrior." As for Mokuba, if you 


have a "Black Luster Ritual," put “Dark Magician” on the Team, Monster Life ATH DEF AP 
then use the item to create "Magician of Black Chaos." Always Octoberser 900 1600 1400 3 
keep color-coordination in mind. Ryu-Kishin Powered 909 1620 1223 2 


Map Dharma Cannon 600 900 500 
Monster life ATK DEE AP 
Big Insect 950 100 150 2 
Mystic Horseman 950 1300: 1550 3 
Kanikabuto 700 650 900 3 
Monster life ATH DE AP 
Berfomet 900 1400 1800 3 


Battle Plan 


1. Kaiba's first battle in the name of the Empire is a breeze. 
With Teams compiled of monsters from both his and Yugi's 
campaigns, taking on these two rebel rabble should take 
only a few turns. 


+ = Roaming Monsters 


Base Gold Cooperation Size —— 
Maryah-Denn - 5/5 4 i a EFHARSHAUD 
Riz-Phonn 700 4/5 2 » iP Se 
Seirauna 500 4/5 2 u... 
Ru-Ma-Pann 500 3/5 1 


2. Conquer Seirauna and Ru-Ma-Pann with Kaiba and Marthis. 
This will goad Jusell into coming out of Riz-Phonn, and to 
meet his fate. (Did he just call you a "cur"?) 


3. Head over to meet the roaming monster: "Berfomet." 
4. Surround Riz-Phonn and take out Malaikura. 


Impressed by your strength, Ryu-Kishin powered joins 
your army. 


After the Kaiba-engineered massacre at Maryah-Denn, the rebellion ceased open demonstrations against the Empire. A small 
group of bandits continues operating on Vaxi Island, though, so Haysheen sends Kaiba to deal with them. 


Base Cooperation dize 
Phagttuon 1/5 1 
Yortsun 1/5 2 
Telenoes 2/5 2 
Dyethruo 1/5 1 


Enemy Teams 


Monster ATH DE AP 
Cyber Commander 1307 1249 3 
Robotic Knight 1676 1867 2 
Dharma Cannon 900 500 


Monster 
Phantom Dewan 


Phagttuon 


= = The Snake Hair 1500 1200 
Midnight Fiend 800 800 
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3. Command Mokuba to conquer the unoccupied Yortsun and 
add to your war chest. 


Battle Plan 


1. Take Dyethruo with Kaiba and immediately erect a 
Barricade. 


GLI 


@ ACONNODED 


4. Send Marthis and Mokuba to Phagttuon to teach Bandit 
Keith a lesson about defying the Empire. Tag-team him with 
these two Marshals, and he'll falter. 


Bonz defects to Kaiba's army after Bandit Keith falls. Kaiba 
takes pity on him and allows him to join his ranks, if he pulls 


2. Bonz will set out for Dyethruo. His Snake Hair will level its 
stone-gaze at your Team, freezing monsters in their tracks. his weight on the battlefield. 
Use "Goblin's Secret Remedy” to cure the paralysis. 


The rebellion stages an attack on the Imperial fortress of Enno, one of Haysheen's biggest strongholds. The Emperor, angry at this 
action, orders Kaiba to the region to get the situation under control. But Kaiba’s old "friend" Pegasus is there, leading the fight, 
and Kaiba knows what a clever foe he can be. 


Name BP AP LP Color Skill Monster 1 Monster p Monster d 
Bonz I 1 1 Gray _ Phantom Dewan The Snake Hair Midnight Fiend 


Tip 


Bonz's Team may not possess extreme physical strength, but their poison and paralysis powers 
more than make up for it. Use these abilities to juggle enemy monsters between stages of 


poisoning and numbness, and Bonz will win the day. 


Monster 
Dark Chimera 913 1640 1488 3 
Shadow Ghoul 918 1626 1328 3 
Zanki 900 1500 11700 3 


ihostenn 


Monster life AM DEE AP 
Tiger Axe 867 i351 1153 2 
Tiger Axe S675 1351 | N L 
Kanan the 861 1931 1931] 3 


Swordmistress 


Monster life AK DEF AP 


Hitotsu-Me Giant 814 1234 1039 


Hitotsu-Me Giant 814 1234 1039 
Giant Soldier of Stone 1360 1410 2112 2 
Base Gold Cooperation dize B Pi an 
Enno — 4/5 4 attle 
3 1. Pegasus's forces take to the battlefield as soon as the 
Kardhyis — 1/5 2 
campaign begins, storming Phostenn and Tet-Ran. You want 
Tet-Ran = 3/5 4 them back, but first you must deal with the two enemy 
Dyovann 650 0/5 2 Teams headed for your front door. Build a Barricade to help 
Nyuaghulla 500 0/5 2 stop their attack. 
naa- iua an = 2. Send Mokuba to Phostenn. Send Bonz over to Kardhyis. 
Phostenn _ 1/5 4 
Chitthun 700 0/5 2 3. Direct Kaiba down to Nyuaghulla and clean out the Officer 
stationed there. 
[nem Teams 4. Bonz isn't too far from Dyovann, so command his south to 
y conquer the base. 
E 5. Marthis is more than capable of defeating Labyrinth Ruler 
Monster life AM ODE AP in Chitthun. Send him west to get rid of the rebellion 
Dark Rabbit 869 1202 1602 2 Marshal. 
Bickuribox 1293 2463 2168 2 


Parrot Dragon 
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Pegasus falls to you, but only temporarily. In a secret meeting, 
Pegasus reveals to Kaiba that he was once part of the Imperial 
court, but had to join the rebellion to combat the injustices 
running rampant in the Kingdom. Pegasus invites Kaiba to join 
the rebellion, but Kaiba declines. It's a decision he'll soon regret. 


6. Surround Nua-Tua and get ready to take on Pegasus. Make 
sure you wipe out Pegasus's “Parrot Dragon" first, because it 
is heavy on Blue Medicine. 


framed 


Emperor Haysheen summons Kaiba back to Sygh-Varths. Seems Marthis squealed on Kaiba's midnight rendezvous with Pegasus, 
and now Kaiba's been accused of high treason—a crime punishable by death. Kaiba laughs off the Emperor's sentence and escapes 
the palace in the middle of the night, only to be chased by Marthis to the Uruvie Canyon. 


Map 
Bases 
Base Gold Cooperation Size 
Beyzon 
Craw-Valley 
Vrauson 


Enemy Teams 
Marthis 


Monster life ATH DEF 

Reaper of the Cards 869 1202 1602 
Invitation to a Dark Sleep 915 1609 1904 
Ilusionary Gentleman 891 1606 1701 


= Roaming Monsters 
_ = Pegasus 


Monster ATH DE AP 

Penguin Soldier 597 773 523 4 Monster life ATH DEF AP 

Ryu-Kishin Powered 926 1640 1246 2 Armored Lizard 973 15 1244 2 

Axe Raider 967 1737 1185 2 Blackland Fire Dragon 950 1722 998 2 
Baby Dragon 763 1239 27144 2 


Battle Plan 


2. Send Mokuba north into the mountains to find the roaming 
monster "Gamma" the "Magnet Warrior," who joins you 
freely. 


3. Send Mokuba to Craw-Valley and dispose of its residents. 


4. It's time to settle a score. Send Kaiba to Vrauson and attack 
Marthis. Direct your attacks on the "Illusory Gentleman," 
because it possesses the most AP. 


With Kaiba's tour in the Empire at a permanent end, he 
decides it's time to start his own little rebellion of sorts. 
Namely, he wants to hunt down Haysheen's Marshals in the 
name of revenge. 

 ACONMODED Pegasus and Labyrinth Ruler agree to join Kaiba's army. Not 


. —,n because they necessarily agree with his motivations, but 
j URSOR [@CAWERA] because he will be a strong ally against the Empire. 


1. Marthis stages an assault on Beyzon, which is where you 
begin. Keep his Soldiers at bay with a Barricade. 


Kaiba needs more Marshals if he wants to stand up directly to the Empire. So, he heads to the Deep Forest of Inzham in east 
Rondeval, where a bug-friendly Marshal holds court. 


Name BP AP LP Color —Shill Monster 1 Monster 6 Monster ð 
Pegasus l 2? | Red - Dark Rabbit Bickuribox Parrot Dragon 
Labyrinth Ruler 1 1 1 Blue _ Dark Chimera Shadow Ghoul Zanki 
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monsters. Time to get prehistoric. 


Base Gold Cooperation 
Rhudbann _ 1/5 
Rasixthen 700 1/5 
Saxzoss 500 1/5 
Buhr-Tos 500 1/5 
Rottenhub 500 1/5 


flame BP AP LP Color 


Weevil 1 1 2 Green 


dize 


-Ú [a d wd 


dhil 
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Enemy Teams 
Monster life AM DEE AP 
Basic Insect 693 726 929 
Big Insect 1097 1488 1797 2 
Hercules Beetle 1426 1851 2345 3 
Monster life ATK DE HP 
Man-Eater Bug 685 826 959 
Hunter Spider 1035: L E 1621 2 
Big Insect 1097 1488 1797 2 


Battle Plan 


1. Five Soldiers are heading your way, so build a Barricade. This 
is Bonz's time to shine. His monsters can juggle these 
enemies with poison and paralysis while you send Pegasus, 
Kaiba, and Labyrinth Ruler to take the other unoccupied 
bases: Buhr-Tos, Rottenhub, and Saxzoss. 


bl 
D-MARSHALLS 
FOCUS 
Ganas 


2. Once all the bases have been claimed for Kaiba's army, 
descend on the central town of Rasixthen. Weevil awaits. 
His bug-filled Team dishes out a little pain, but they're no 
match for Kaiba. 


Apparently, another powerful Marshal can be found on the dusty plains of Gyuronland, where he holds sway over the largest 


Monster 1 Monster 6 Monster ð 
Basic Insect Big Insect Hercules Beetle 


Monster life ATK DEE AP 


Armored Lizard 1047 1657 1366 2 
klar Uraby 992 1754 1053 3 
E Baby Dragon 791 1347 844 


Battle Plan 


Sann 
FOCUS 
EDME 


SELECT. 


1. A gang of Soldiers is on the battlefield—six total—but only 
5 7 two attempt to charge your base at Stangords. Good idea, 
Base Gold Cooperation ize since your Teams can cut them down. 


nn 799 0/5 2 2. Start clearing out bases by sending your Teams spidering 


Biskas 400 1/5 1 across the desert. Command Labyrinth Ruler to I-Zerua, 
I-Zerua 400 1/5 1 while Weevil bugs the Soldier in Khutamonn. 

Phozex 400 1/5 1 3. Kaiba should head for Biskas while Mokuba mops up 
Khutamonn 400 1/5 1 Phozek. 

Stangords _ 1/5 2 

Monster life A DEE AP 

Megazowler 1400 1945 2178 2 

Two-Headed King Rex 1554 2019 1591 3 4. Converge on Rhuninn-Grahd for a little showdown with Rex 
Uraby 992 1754 1053 3 Raptor's dinosaur-themed Team of stomping lizard kings. 


The dinos pack plenty of punch, but without healing items, 
they won't last long against a few waves of Kaiba's army. 


Overwhelmed by his strength and numbers, Rex Raptor agrees 
to Kaiba's request to join his fledgling army. 
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With the muscle of Rex's dinos on his side, Kaiba decides to rip apart another Imperial supply route, this one located near Runinn- 
Zhamhud in the northern regions of Rondeval. The Empire catches wind of Kaiba's planned assault and preps a massive squadron 
of reinforcements. Kaiba must disable the supply line before more Imperial troops enter the battlefield. 


Name BP AP IP Color kill Monster 1 Monster 0 Monster ð 


Rex Raptor 1 2 1 Yellow _ Uraby Two-Headed King Rex Megazowler 


Enemy Teams 
Monster life AM DEE AP 
Winged Dragon #1 856 1645 1454 2 
Neck Hunter 1231 2316 2520 
Kanan the 925 2170 2181 3 


Swordmistress 


Monster life ATH Dif AP 
Cyber Soldier 1081 1695 1885 2 
Cyber Soldier 1081 1695 1885 2 


Ryu-Kishin Powered 1018 1814 1398 


Monster life A DEE AP 
Blackland Fire Dragon 967 1761 1070 2 
Blackland Fire Dragon 967 1761 1070 2 


* = Roaming Monsters 


Thunder Dragon 843 1761 1654 2 
Base Gold Cooperation ize Monster life ATH DEE AP 
Runinn-Zhamhud 800 2/5 2 Mountain Warrior 615 673 1076 3 
Sweit 500 3/5 1 Mountain Warrior 615 673 1076 3 


Norvey - 4/5 1 Garoozis 1083 1909 1617 


Battle Plan 2. Another roaming monster is in the mountain peaks to the 


north of Norvey. Send Pegasus to take "Sweit", then move 
east to intercept it. 


@=ATIACKD 


QTE 


1. Three teams are on the move, so build a Barricade at your 
base in Norvey to slow them down. While waiting for the 


Teams to approach Norvey, send Kaiba north to take on the 3. Surround Runinn-Zhamhud and confront Nephel. His "Kanan 
roaming monsters, "Mountain Warrior" and "Garoozis." If the Swordmistress" is loaded with Medicine, so take her 
you beat them, they join you. down first, then worry about her dragons. 


A pair of nasty Imperial Marshals, Necubetos and Sebeckal, pose a serious problem for Kaiba's army. Gigan-Syip is a pivotal 
territory, and Kaiba must clear out the naval stronghold if he wants to continue his successful march across Rondeval. But there is 
a serious time limit to this offensive, so Kaiba can afford little hesitation when making his moves. 


Base 


Gold Cooperation Size 


Gigan-Syip 500 0/5 2 
Jokhan 500 0/5 1 
Thor-Mount 500 0/5 1 
Tsughut 750 2/5 4 
Van-Lova _ 1/5 1 


Enemy Teams 


Monster life AM DE AP 
Monster Tamer 120 212i 1915 2 
Kairyu-Shin 1162 1989 1689 2 
Kairyu-Shin 1162 1989 1689 2 
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Cannon at Van-Lova. By the time the cannon is loaded, one 
of the Teams will be upon you. 


2. Send Kaiba to Tsughut while Pegasus zips down to Jokhan. 
Both bases are unoccupied, so it's easy money. 


Monster life ATH DEE AP 
Axe Raider 1104 2127 1599 
Judge Man 1453 2464 1756 
Armored Lizard 1090 1745 1452 
Monster life AH DEE AP 
Fiend Kraken 1142 1558 1774 
Jellyfish 990 1469 1760 


Giant Red Seasnake 1157 2087 1081 


Monster life AM DEE AP tee S | SATNAM 
Spike Seadra 1040 1823 1532 3 = ING | urn) » at T 
Giant Red Seasnake 1157 -2087 1081 2 > m) Ng wa c er Pa 
ETS 990 1469 1760 2 3. Send Pegasus down to Thor-Mount. Along the way, he 


encounters a band of roaming sea monsters: "Sea King 
Dragon," "Giant Red Seasnake," and "Spike Seadra." All 


: three would make a great addition to your monster catalog, 

Monster Life Al DEF AF but first you must beat them. Pegasus has the power to 

Sea King Dragon 1323 2720 2438 3 hold out and win the day. 

Giant Red Seasnake 1137 2513 1517 3 

Spike Seadra 1057 2320 2019 4. Once Pegasus reaches Thor-Mount, you're ready to nail 
Necubetos in Gigan-Syip. Send Kaiba and Rex Raptor to 
the coastal city for a hostile introduction. Keep on his 

Battle Plan monsters, pausing only to heal, and you'll eventually finish 

off the Team. 


encanta wan 


The resistance now controls most of northern Rondeval, which 
puts it in an excellent position to strike at the heart of the 
Empire. Kaiba decides it's time to mount a major attack on 
Enno, but the Emperor sends his troops to Nonnber to halt 
Kaiba's plan. Kaiba relishes the chance to take on the Emperor 
himself. 


1. Four enemy teams want a serious piece of you, but don't 
give them a chance. Build a Barricade and an Anti-Ground 


Monster 


Giant Mech Soldier 
Millennium Golem 


Base Gold Cooperation dize 
Nonnber 1000 1/5 
Castle-Rightarm 6000 2/5 
Castle-Leftarm 600 2/5 
Shyi-Hagou 300 2/5 

Jark 300 2/5 
Bustonn _ 3/5 
Enemy Teams 

Monster life AH DEF 
Zanki 953 2237 #2429 
Mystical Elf 1241 1045 2239 
Axe Raider 1054 2043 


4 


Nac FA 


Zanki 


Monster 

Dark King of the Abyss 
Dragon Seeker 

Reaper of the Cards 


Monster 
Silver Fang 
Megazowler 
Beaver Warrior 


Monster 

Big Insect 
Hunter Spider 
Basic Insect 


Monster 
Dragon Zombie 


Pumpking King of Ghosts 
Zanki 
Monster 

AP Axe Raider 

4 Rogue Doll 

3 Ansatsu 
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Life 


1292 
1499 


980 


Life 
997 
1177 
1012 


Life 
1053 
1480 
1110 


Life 
1266 
1114 

712 


Life 
1573 
2182 
980 


Life 
1093 
1174 
958 


ATH 


2105 
2321 
2235 


ATH 
1607 
2528 
1624 


ATH 
1779 
2092 
1499 


ATH 
2297 
1989 
1306 


ATH 
2083 
2182 
1720 


ATH 
2072 
2259 
2038 


DEF 


2242 
2531 
2431 


DEF 


1204 


2627 


2169 


DEF 
1395 
2284 
1800 


DEF 
2607 
1787 

995 


DEF 
467 
2390 
1925 


DEF 
1521 
1646 
1552 


AP 
2 


AP 


AP 


AP 


AP 


AP 
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Battle Plan 


1. Emperor Haysheen immediately sends three Teams to your 
base at Bustonn. They're meant to wear you out; they are 
stocked up with Medicines. Pin-point the pharmacy on each 
Team, and take them out first. 


2. Send Mokuba to Jark and rout the resident Soldier. While 
Mokuba is traveling, direct Pegasus to Shyi-Hagou. 


5. Surround Emperor Haysheen in Nonnber. Attack the 
stronghold one at a time, and the Emperor falls. 


The Empire and the army no longer belong 


to you, your Majesty. 


Edat; 


3. Once Pegasus is finished, send him and Kaiba to Castle- 
Leftarm and defeat the dark Team stationed there. 


4. Mokuba and Raptor Rex can make short work of Castle- 
Rightarm, and this Marshal's Team is sadly slow. 


The Emperor was a surprisingly easy victory, but as in Yugi's 
story, he was simply a cover story for the real puppet master 
in Kingdom, programmer Scott Irvine. Displeased with 
Haysheen, Scott deletes him from the "Kingdom" program, 
then assumes complete control of the game. Faced with this 
new enemy, Kaiba orders a retreat. 


Kaiba is on the run from Scott's burly army. Before he can 
figure a decent escape route, he finds himself surrounded 
in Maryah-Denn. With no east way out of the area, Kaiba 
must stand and fight, hoping a clear path emerges from the 
fog of war. 


Monster life ATK DE AP 


Mavelus 1098 2077 169 3 
Wing Eagle 1246 2719 2406 
Winged Dragon #1 887 137 535 2 


Monster life ATH DEF AP 
Gazelle 506 1893 16 2 
Berfomet 1073 1699 2111 


Queen of Autumn Leaves 1281 2334 2039 3 


Battle Plan 


1. Officers are on the way to Maryah-Denn, attacking from all 
sides. Build a Barricade and prepare for a major offensive, 
with you in the crosshairs. When facing the Officers with 
"Mavelus" and "Wing Eagle," defeat one of the birds as 
soon as you can. This will prevent them from fusing into the 
“Crimson Sunbird.” 


© = Enemy Teams 


2. After five enemy Teams have been thrashed, Yugi arrives to 
help out Kaiba's army. 


Base Gold Cooperation dize 
Maryah-Denn - 5/5 4 
Ru-Ma-Pann 600 3/5 1 
Seirauna 600 3/5 2 
Riz-Phonn 800 3/5 2 


Enemy Teams 


Monster life ATK DEE AP 

Monster Tamer 1212 2820 2610 4 

Dungeon Worm 1613- 2853 2550 5 

Cyber Saurus 1226 2516 2132 3 3. After you liberate Seirauna and Ru-Ma-Pann, neither under 
Imperial control, surround Riz-Phonn. Rare Hunter, a creepy 
fellow indeed, comes prepared with a tough Team. Whittle 
him down by attacking in waves. 

Monster Life ATH DEF AP Scott Irvine does not take defeat well. You may have bested 

Ghoul with an Appetite 1277 1912 1500 3 ai Ass a. running the show in Kingdom. A 

violent attack forces Kaiba’s army to scatter, agreeing to meet 
ae < H ie 3 up later on. In the confusion, Scott takes Mokuba hostage 
Beastking of the Swamp 855 1140 1244 2 through mind control. Kaiba is infuriated and vows vengeance. 
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Scott may have sent Kaiba's Teams to the four corners, but that doesn't mean his forces are suffering. Knowing a weakness 


presents itself at Gigan-Syip, Kaiba returns to the coastal region to wreak his revenge for Mokuba's disappearance. Scott is 
waiting for them at Gigan-Syip. 


Enemy Teams 


Monster life ATK DEF AP 
Embodiment of Apophis 1172 2124 2308 3 
Embodiment of Apophis 1172 2124 2308 3 
Mystical Beast Serket 1616 2917 2411 2 


TSughut 


Monster life AH DEE AP 
Neck Hunter 1417 2802 2974 5 
Flame Cerebrus 1389 2710 2424 2 
Gazelle 984 2145 1834 3 
Monster life ATK DEE AP 
Parrot Dragon 1615 2968 2312 
Kaiser Dragon 1557 2647 2349 2 
Curse of Dragon 1395 2536 2069 3 
Monster life ATH DEE AP 
Parrot Dragon 1615 2968 2312 4 

Base Gold Cooperation dize Kaiser Dragon 1557 2647 2349 2 

Gigan-Syip 800 0/5 2 Curse of Dragon 1395 2536 2069 3 

Thor-Mount 450 0/5 1 

Jokhan 850 0/5 1 

Van-Lova 450 1/5 1 - 

Tsughut 2 2/5 4 Monster life AM DE AP 
Launcher Spider 1544 2484 2764 3 
Labyrinth Tank 1818 3581 2349 4 


Slot Machine 2845 


Battle Plan 


W TwoHeaded King Rex 
ERLERNTE 
AON WAY 
#2884 ge yyg 
© 2500 
k 5 


ITEM n 
Æ ıBlue Medicine 
A Goblin s Secret Remedy 


AAN 


WS 
S (BRETURND 


w 


1. You get only three Marshals on this campaign, so bring Rex 
Raptor and Pegasus. And if need be, equip them with 
monsters with high AP. 


A =COMMANDS 


@ACONSMODED 


2. A stream of seven enemy Teams comes tearing out of 
Gigan-Syip, eyes on your base at Tsughut. Send Kaiba and 
Pegasus to Jokhan and build a Barricade and Anti-Ground 
Cannon. You must stop them from even coming close to 
Tsughut, and these defenses help. The Anti-Ground Cannon 


will not be ready for the first wave of enemies, but it will 
do the trick against the stragglers. 


3. While Kaiba and Pegasus fight it out, send Rex over to Van- 
Lova. Should any Imperial teams come after Rex, fight it out 
for the experience. 


4. Once you have defeated all seven enemy Teams, send 
Pegasus to Thor-Mount for some quick, easy funds. 


5. It's now time to take Scott on at Gigan-Syip. Heal up—build 
a Healer in Jokhan if necessary—and surround the mad 
scientist's base. Attack in waves, and take down those 
Embodiment of Apophis monsters first. 


Beating Scott turns out to be easy. Much easier than, say, it 
was for Yugi. But then it's revealed that the Scott that Kaiba 
engaged was a robot clone of the real deal, which is currently 
stomping out the rebellion elsewhere on Rondeval. 


= 
aid 
Kaiba heads for Uruvie Canyon, determined to strike back at 
the Empire by severing two more supply lines. Again, Scott 
sends Imperial reinforcements to stop Kaiba, so the resistance 
must keep an eye on the clock! 


Map 


= Roaming Monsters 
= Enemy Teams 
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Battle Plan 


Base Gold Cooperation Size 
Vrauson 700 2/5 2 
Beyzon 1200 2/5 
Craw-Valley 850 2/5 2 
Enemy Teams 
Monster life AM DEE AP 
Flame Swordsman 1157 27 2179 3 1. Kaiba’s strike force comes from the north, descending on 
Flame Swärleman 1157 2377 2179 3 the Imperial forces stationed in Beyzon. The other two cities 


are ripe for the taking, so send Pegasus and Kaiba to claim 


Millennium Golem 1561 2465 2675 3 them forthe resistance. 


Monster life AH DEE AP 
Battle Ox 1445 2388 1686 

Giltia the Dark Knight 1212 2340 2003 3 
Pumpking King 1362. 2195. 2387 3 
of Ghosts 


2. Close in on Beyzon. Semmut's "Flame Swordsman" are 
swinging more than steel; they pump out the Blue 
Medicine, too. Strike them down first to keep the battles 
from running long. 


Thanks to the supplies stolen from Scott's supply route, Kaiba's army is back on track. Suspecting the bandits that allegedly stole 
Mokuba are in the Deep Forest of Inzham, Kaiba directs his troop to the wooden region for a rescue mission. 


Monster life AM DE AP 


Dark Chimera 1171. 2280 215 4 
Wing Eagle 1419 3158 2831 5 
Mavelus 1269 2280 2115 4 


Monster life ATK DEE AP 
Aqua Madoor 2311 3941 4129 5 
Larvae Moth 1979 3752 3662 7 


Queen of Autumn Leaves 2489 5077 4802 7 


Battle Plan 


o 


© = Enemy Teams 


Base Gold Cooperation ize 
Rhudbann - 3/5 1 : 8 
Rasixthen 500 3/5 1 OND 5 
Saxzoss 500 3/5 1 ; @-PMARSHALL= 
Buhr-Tos 500 3/5 1 S S | 
Rottenhub 500 3/5 1 ae Z 
Enemy Teams en pea 
1. Bandit Keith sends a handful of trouble your way via his 


squadron of Soldiers. All have "Mavelus" and "Wing Eagles” 


Monster Life ATH DEF AP on their teams, which means fusion is always a danger. 
Whack one of the birds before they can fuse into a 


Slot Machine 1831 3242 3546 4 ERG ase 
Crimson Sunbird. 
Barrel Dragon 1669 3115 2702 2 
Launcher Spider 1594 2525 2818 2 2. While waiting for the Soldiers to arrive, build a Barricade. 


Also, allow Pegasus to slip out the back and start 
claiming bases in the name of Kaiba. The extra cash 
will come in handy. 


3. While liberating bases, Pegasus will encounter roaming 
monsters. Hold out against them. If you can take at least 
one down, your score will be high enough to win them over. 
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4. Bandit Keith shows up with a very strong, competent Team 
of monsters. Too bad for him that your monsters are even 
stronger. Keep healing, and you'll knock them out. 


Kaiba questions Bandit Keith about Mokuba, but it's a dead 
end. Keith had Mokuba for a little while, but handed him over 
to Scott before Kaiba arrived. He tells him Scott is on the way 
7 to Sygh-Varths, and he'll find his brother there. 

4944 E Apparently, Bandit Keith's monsters were none too impressed 
2 ` TS with his performance on the battlefield, as they defect to 

your side. 


Kaiba wants to take on Scott again, but he knows that if he wants to finish off the Kingdom-maker, he needs even more 
firepower. So, he takes Pegasus with him to the Mountains of WhiteDragon, the highest peaks in Rondeval. If Kaiba can conquer 
the mountains, he will earn the fearsome "Blue-Eyes White Dragon” trio. 


* = Roaming Monsters 


Base Gold Cooperation Size 
Dragon-Gate - 5/5 1 
Nest 800 0/5 1 
Den 800 0/5 1 
Hall 800 0/5 1 
Lair 800 0/5 1 
Burrow 800 0/5 1 
Palace 800 0/5 1 


Enemy Teams 


Monster 


Blue-Eyes White 
Dragon (Ibris) 


Blue-Eyes White 
Dragon (Azrael) 


Blue-Eyes White 
Dragon (Djibril) 


Monster 
Two-Headed King Rex 
Thunder Dragon 


Monster 
Meteor Dragon 
Red Eyes B. Dragon 


Monster 
Seiyaryu 


Monster 
Judge Man 
Judge Man 
Kaiser Dragon 


Monster 
Summoned Skull 
Red-Eyes B. Dragon 


Monster 
Buster Blader 
Cyber Commander 


Life 
2691 


2581 


2582 


Life 
2031 
1024 


Life 
1371 
1711 


Life 


1978 


Life 
1569 
1569 
1741 


Life 
1709 
1711 


Life 
2027 
1907 


ATH 


4325 
4331 


4326 


ATH 
2787 
2645 


ATH 
2930 
3822 


ATH 


3991 


ATH 
2729 
2729 
2912 


ATH 
3438 
3822 


ATH 
5010 
3972 


DEF 


3824 
3817 


3816 


DEF 
2359 
2559 


DEF 
3152 
3413 


DEF 


3801 


DEF 
2040 
2040 
2609 


DEF 
2129 
3413 


DEF 
4705 
3966 


AP 


AP 


. You must take all of the bases to complete this campaign, 
so you may as well get started. Send Kaiba south to the Den 
while Pegasus heads west to encounter the roaming 
monsters, “Buster Blader" and "Cyber Commander." 
Apparently, they were here for the same thing, but when 
you beat them, they join your party. 


er 


N 


. Send Pegasus on to the Nest. Clean up the Two-Headed 
King Rex first to prevent fusion. The "Thunder Dragon” 
joins you. 


EFT ar 
van) í 


er 


w 


. After Kaiba clears the Den, and hopefully avoids the fusion 
monster "Meteor B. Dragon" (which can completely crater 
your health bar), build a central Healer. The "Meteor 
Dragon" joins you. 


4. March Kaiba to the Palace. The "Summoned Skull" and 
"Red-Eyes B. Dragon” fuse into the "B. Skull Dragon," so be 
careful and bring plenty of Medicine. 
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5. Send Pegasus to the Hall. The Seiyaryu here possesses nine 
Red Medicine. Nine. If you can win this battle of attrition, 
which is simply done by beating the tar out of each other, 
the Seiyaryu joins you. 


6. Keep moving Pegasus across the battlefield. Enter the Lair. 
Beat down the "Judge Man" pair and "Kaiser Dragon," and 
both monsters join your party. 


e-Rightarm 


7. Converge on the Burrow, home of the three "Blue-Eyes 


White Dragons." They fuse into the “Blue-Eyes Ultimate Base Gold Cooperation dize 
Dragon," a nearly unstoppable (and quite handsome) Nonnber 900 1/5 4 
monster. Pick one of the three dragons and wail on it, Castle-Rightarm 700 2/5 4 
hoping to knock it out before they have a chance to fuse. 
Castle-Leftarm 700 2/5 4 
Once you beat the three "Blue-Eyes White Dragons," they join Shyi-Hagou 300 2/5 1 
you. As does the "Lord of D." the keeper of "Mountain of Jark 300 2/5 1 
WhiteDragon." Be sure to equip somebody with the three Bustonn fa 3/5 2 


dragons, because you want them to gain experience and levels 
before the final showdown. A powered-up "Blue-Eyes Ultimate 
Dragon” will strike fear in your enemies. 


Nabbing the three "Blue-Eyes White Dragons” was just the 
boost of confidence that Kaiba needed to fulfill his plan of 
attack on Sygh-Varths. Word spread of Kaiba's coming, and 
Scott sent the powerful Marshals Umbra and Lumis to stop 
him at Nonnber. 


Enemy Teams 


Monster 

Ryu-Kishin Powered 
Serpent Night Dragon 
Bickuribox 


Monster 

Dunames Dark Witch 

Orion the Battle King 
Giltia the Dark Knight 


Monster 
Flame Cerebrus 
Dragon Seeker 
Ansatsu 


Monster 
Dungeon Worm 
Monster Tamer 
Hunter Spider 


Monster 
Garoozis 
Panther Warrior 
Battle Ox 


Battle Plan 


1. Lumis rambles his way across the lake toward your position. 
Build a Barricade and Anti-Ground Cannon in anticipation 


of his arrival. 


Life 

1217 
1654 
1754 


Life 
1664 
1669 
1320 


Life 
1394 
1344 
1093 


Life 
1628 
1268 
1178 


Life 
1182 
1614 
1709 


ATH 
2202 
3207 
3740 


ATK 
3223 
3348 
2623 


ATH 
2710 
2916 
2477 


ATH 
2876 
2944 
2142 


ATH 
2602 
3799 
3174 


DEF 
1795 
3247 
3449 


DEF 
2463 
3025 
2274 


DEF 
2405 
3008 
1978 


DEF 
2583 
2765 
1953 


DEF 
1809 
2880 
2006 


AP 


$ U W 


AP 


AP 


AP 


e oo N 
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. This campaign is set up so that you can go straight to 
Nonnber if you wish and skip the liberation of bases in the 
region. At this point, you probably have more money than 
you'll ever need. So, if your pocketbook suits you, head for 
Nonnber. 


@\C0NODED 


w 


. Or you can divide your forces and march around both sides 
of the lake, freeing bases as you go. 


4. When you arrive at Nonnber, prepare for a decent fight. 
Defeat Umbra's “Panther Warrior" first, because it has nine 
AP. That's nine chances to hit you, which is nine too many. 


T That's Ishi 
the Imperial 


After witnessing your stellar victory over Lumis and Umbra, 
Ishizu Ishtar, a member of a secret order, wishes to join your 
party. She is also a master of the Egyptian Gods—an equal to 
Yugi and Kaiba. Kaiba is reluctant, but when she dangles 
knowledge of Mokuba’s whereabouts in front of him, Kaiba 
readily agrees. Anything to get back his baby brother. 
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Kaiba continues his march toward Sygh-Varths, but Scott ambushes him at Anker-Hill. Kaiba takes this opportunity to deal a little 
more damage to the Imperial army before reaching the heart of the Empire at Sygh-Varths. 


Name BP AP LP Color Skill Monster 1 Monster 6 Monster 3 


Ishizu 2 2 5 Yellow Master of the Orion the Battle King Dunames Dark Witch Magician of Faith 
Egyptian Gods 


shadowporest 

Monster life AH ODE AP 
Parrot Dragon 1835 3408 2676 4 
Parrot Dragon 1835 3408 2676 4 
Kaiser Dragon 1704 2827 2521 3 
Monster life ATH DEE AP 
Giant Mech Soldier 1426 2428 2562 
Giant Mech Soldier 1426 2428 2562 
Machine King 1635 2800 2610 
Monster life ATK DEE AP 
Dark Chimera 185 2327 2143 
King of Yamimakai 1498 2711 2242 3 
Shadow Ghoul 1081 1915 1625 3 
Monster life AH DEE AP 

Base Gold Cooperation Size Larvae Worm 1132 vo R i 

Anker-Hill _ 5/5 4 Pumpking King 1488 2481 2702 3 

Shadow Forest 900 0/5 2 m sinan s s i 

=n ct timat 874 443 
Twin Rivers 700 1/5 2 e Math me 
Sunny-Plane 1/5 2 


Battle Plan 


2. When you've fought off the seven encroachers, send two 
fast Teams out to liberate Sunny-Plane and Twin Rivers. 


3. Surround Shadow Forest and take out Scott in waves. He 
falls before your collection of Teams, because he is only one 
Marshal. 


Kaiba offers Scott a deal: Mokuba for his life. He's feeling that 
charitable. Scott agrees to release Mokuba from his mind 
prison if Kaiba agrees to launch a raid on Yugi's forces. While 
they've never been friends, it pains Kaiba to have to agree to 
Scott's plans and fight Yugi. 


Ñ CY 7 vol DZIMARSHA 


FOCUS 
len & 3D-N0DE> 


1. Scott's entire army marches on your base at Anker-Hill. 
Seven enemy Teams, moving quickly. Build a Barricade and 
an Anti-Ground Cannon to thin out their ranks. 


F 4 
A bitter, weary Kaiba takes to the fields below Enno Castle to face off against Jew 
Yugi in combat. Both Marshals are mere pawns in Scott's game, both tired of t Mo- Mokuba! 
fighting. But Kaiba must get back Mokuba, and if that means laying waste to 
these potential allies, so be it. 


Base Gold Cooperation vize 
Enno — 0/5 4 
Kardhyis _ 0/5 2 
Tet-Ran _ 0/5 4 
Nyuaghulla - 0/5 4 
Dyovann - 0/5 2 
Nua-Tua 800 0/5 2 
Phostenn 800 0/5 4 
Chitthun 800 0/5 2 


Enemy Teams 


Diovan Monster life Hh DE AP 
Dark Magician Girl 1618 3439 3164 5 
Dark Magician 1844 4009 3612 5 


Buster Blader 1520 4353 3554 4 
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Monster life AH DEE AP 


- Robotic Knight 1720 2658 2863 4 
Monster life ATK DEE AP Jinzo 1547 2863 190 2 
Flame Swordsman 1368 4099 3393 4 Giant Mech Soldier 1455 2472 2610 


Panther Warrior 1796 3545 3185 6 
Giltia the Dark Knight 1362 3166 2786 4 p tt| Pj 
Monster life ATK DEF AP 
Harpie Lady (Octipete) 1440 2799 2876 6 


Harpie Lady (Airo) 1443 2887 2947 
Harpie Lady (Keraino) 1349 2777 2865 6 


Monster life ATK DEE AP | FT om 
DZIMARSHALL> 


Magician of Faith 1097 1615. 1741 5 Tr FOCUS 
Dark Elf 1627 6503 2283 4 FT Y & 3D -MODED 

1. Yugi’s Teams immediately take the field, trying to keep you 
Monster Life ATH DEE AP from making any headway into Enno. 
Swordstalker a AER 2. Whatever bases you get, they head for. Eight enemy Teams 
Judge Man 1576 3034 2344 3 are on the field, and with so few bases worth any money, 


Kanan the Swordmistress 1116 2748 2746 4 you should head directly for Yugi, mowing down anybody 
who gets in your way. 


Monster life ATK DEE AP 
Dark Witch 1724 3119 3007 

Dancing Elf 1219: 1702: -1607 +37 
Gyakuteno Megami 1625 3028 3241 5 
Monster life AM DEE AP 
Sea King Dragon 1537 2601 2293 3 
Aqua Dragon 1644 2720 2349 2 
Kairyu-Shin 1346 2479 2160 3 


3. However, if you would like the experience points, start liber- 
ating cities, and Yugi's Teams will gravitate to you. They will 


not be easy battles; Yugi’s Teams are quite advanced now, At the end of the battle, Pegasus approaches Yugi and tells 
and wield some pretty powerful moves. him why Kaiba fought him: Scott has Mokuba. Yugi under- 
stands, but that doesn't make the loss any easier to swallow. 


To fool Scott, Yugi orders a quick retreat from Enno. But instead of clearing out completely, Yugi sneaks behind Sygh-Varths and 
rescues Mokuba under cover of night. Unfortunately, a fast-moving Imperial army cuts off Yugi’s escape routes. 

Kaiba must protect Yugi from Scott's forces by taking Vestoara-Gate within a few hours of the campaign's start. If the enemy 
takes Vestoara-Gate, it's game over for everybody. 


Enemy Teams 


Monster life AH DEE AP 
Barrel Dragon 1739 3259 2881 4 
Cosmo Queen 2165 3582 3136 7 
Barrel Dragon 1739 3259 2851 4 
Monster life AM DEE AP 
Launcher Spider 1627 2662 2988 
Launcher Spider 1627 2662 2988 
en Labyrinth Tank 2030 4011 3991 
haepe-lown i 
+ = Roaming Monsters 

Base Gold Cooperation dize - 

Vestoara-Gate 600 0/5 4 Monster Life ATH DEF fP 

Sygh-Varths Gate 600 0/5 4 e E ? 

Tower-Southern 600 0/5 4 Saggi the 692 2248 2652 3 

Turret-Front 600 0/5 4 Dark Clown 

Sygh-Varths 1800 1/5 3 Illusionist 1634 2680 3185 3 

Kaepe-Town 900 0/5 2 Faceless Mage 

Dhorminouth-Town 900 0/5 2 

Pleasure-Town — 1/5 2 
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Mavelus 1442 2708 2297 4 
Mavelus 1442 2708- 2297 4 
Wing Eagle 1482 3243 2968 5 


Monster life AM DEE AP 
Kryuel 2345 3951 4610 6 
Zoa 1811 4240 3526 


Castle of Dark Illusions 2280 2736 4070 4 


Battle Plan 


1. Two enemy Teams race straight for your position at 
Pleasure-Town. Build a Barricade in anticipation. The Officer 
with the three birds is dangerous, because all three 
monsters carry a “Polymerization” potion. To prevent fusion, 
defeat the “Wing Eagle." 

. Send Pegasus south of Pleasure-Town to encounter the 
roaming monsters: "Zoa," 'Kryuel," and "Castle of Dark 
Illusions." Defeat them, and they join you. 


N 


T This is no tine for gratitude. I'm going 
after Scott to take him out for good! 


3. Go straight to Vestoara-Gate and remove the Marshal 
seated there. If you do not do this right away, you risk 
Yugi's capture and the end of the campaign. 


4. Clean up the rest of the bases for the extra money. But if 
you notice you're running low on Medicine and you still 
have Scott to take care of, ditch the town-saving and make 
for Sygh-Varths. Beware—he is defended by Anti-Ground 
Cannons, so either send in an airborne Team, or accept the 
damage to one of your ground Teams to disable the cannon. 


After beating Scott and Sygh-Varths, Mokuba is returned to 
Kaiba. The reunion is cut short by the need to track down 
Scott and end this VR insanity before anybody else is hurt. 


Scott barely escapes while Kaiba recovers Mokuba. He flees to 
the Temple of Ishtar with Kaiba in hot pursuit. According to 
Ishizu, this Temple is the place Scott was first seen entering 
Rondeval. Kaiba puts two and two together and figures that if 
this is where Scott entered, it's also where Kaiba and Mokuba 
can leave. 


Monster life AM DEF AP 
Dark Witch 1559 2905 2788 4 
Dark Witch 1559 2905 2788 4 
Orion the Battle King 1512 3025 2763 4 


Battle Plan 


MOVES 

GEO MARSHALL> 
RFI0US> 
INDE 


meN 


. Leave Labyrinth Ruler at Kaepe-Town while you send Bonz 
to liberate Home-Land. 


N 


. Send Kaiba, Pegasus, Mokuba, and Ishizu to Ishtar Gate. The 
four moving Teams will collide with you here. Be watchful 


Base Gold Cooperation dize of the "Fairy's Gift," because it has a tendency to heal with 
Ishtar 900 0/5 3 amazing frequency. Take it out first. 
Ishtar Gate 300 0/5 2 , _ 
Kaepe-Town _ 0/5 2 
Home-Land 500 0/5 1 
Enemy Teams 
Monster life AH DEE AP 


Embodiment of Apophis 1301 2425 2615 

Embodiment of Apophis 1301 2425 2615 3 

Mystical Beast Serket 1712 3061 2566 3. Surround Ishtar with your healthy surviving Teams and 
attack Odion. The odds should be well stacked in your favor. 


: Once Kaiba defeats Odion, the gate keeper, he enters the 
Monster Life ATH DEF fP scared Temple, which turns out to be a front for the digital 
Fairy's Gift 1445 2202 1812 5 realm that runs Kingdom. If you've already played as Yugi, 
Queen of 1619 3058 2758 4 then next two campaigns are exactly the same. 
Autumn Leaves At least, they're the same right up to the end. Kaiba 
Hane-Hane 1052 1452 1505 4 encounters a different final nemesis, which is detailed in the 


the final two campaigns. 


www.primagames.com 


a = Prima's Official õtrategy Guide 


er 


| rabu Aion hati 
AMM ~ 
C 


: Dream World 

e e Rushing into the hidden chamber of the Ishtar temple leads 

The Final Lampaigns directly into the digital hub of Kingdom. You must traverse the 
long, slender corridors one segment at a time, because the 

At this point in their quests to escape Kingdom, Yugi and Move Here command is not functional enough for efficient 
Kaiba's stories intersect. Zapped into the computer heart of movement. 
Kingdom, into a digital pocket where Scott makes his last 
stand against those he invited into his VR nightmare, both 
parties must survive two final ordeals. 


TIME LIMIT /% 
-| =a] oe Memory 
y Bank A-5 


AN 


Yir: f; — VAEACONMDEP 


. ES Tei 


lH) 


Battery ! 
Connect j 


Storage 
Device 


Base Gold Cooperation 
Terminal Bus 500 — 
Memory Bank A-1 _ 
Memory Bank A-2 - 
Battery Connect 

System Gateway 


5 3 Storage Device 
These final missions are almost the same for Yugi or Kaiba. J 


The only difference is who they face at the very end of the 
game. Other than that, the moves and strategies presented 
here are interchangeable. 


Memory-Bridge 


Enemy Teams 


Monster 

Sanga of Thunder 
Kazejia 

Suijia 

Gate Guardian 


Monster 

Cyber Commander 
Cyber Commander 
Robotic Knight 


Monster 
Cyber Saurus 
Cyber Saurus 
Jinzo 


Monster 


Red-Eyes B. Dragon 
Red-Eyes B. Metal Dragon 


Monster 


Ryu-Kishin Powered 
Ryu-Kishin Powered 
Giant Mech Soldier 


Life 
2074 
1893 
1814 
3944 


Life 
1301 
1301 
1903 


Life 
1411 
1411 
1654 


Life 
1787 
2271 


Life 
1342 
1342 


ATH 
3316 
3350 
3110 
4827 


ATH 
2457 
2457 
2847 


ATH 
2950 
2950 
3007 


H 
3715 
3889 


ATH 
2398 
2398 


DEF 
2915 
3144 
2997 
4491 


DEF 
2481 
2481 
3085 


DEF 
2577 
2577 
2098 


DEF 


3317 
3458 


DEF 
2005 
2005 


AP 


9 Ww WwW 


AP 


AP 


fP 


on oO 


Monster 

Machine King 
Cyber Soldier 
Cyber Soldier 


Monster 

Rocket Warrior 
Rocket Warrior 
Millennium Golem 


Monster 

Cyber Soldier 
Cyber Soldier 
Giant Mech Soldier 


Battle Plan 


1. Send a strong unit, such as Joey or Kaiba, to Storage Device. 


2: 


w 


on 


Life 
1755 
1632 
1632 


Life 
1566 
1566 
1955 


Life 
1632 
1632 
1600 


ATH 
3498 
3067 
3067 


ATH 
3237 
3237 
2853 


ATH 
3067 
3067 
3328 


Send another unit to the Battery Connect. 


DEF 
3285 
3274 
3274 


DEF 
3095 
3095 
3062 


DEF 
3274 
3274 
3483 


AP 


AP 


AP 


Send your strongest Team to Memory Bank A-2, because 


two Computers are stationed there. 


. Send an unused Team to Memory Bank A-1. It's an 
easy battle, so a lesser Team can handle it while your 


. Send the Team that went to Storage Device around the 
corner to Memory Bridge. 


stronger Teams surround the Computer stationed on the 


Terminal Bus. 
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Bp 


Fe une nen 


@=3D-MODE> 


AATTAcK> 


GATEN 
4 NFD 
RAR Ta e ESCAPED 


GTA 


6. The three monsters at the Terminal Bus—"Sanga of 
Thunder,” "Kazejia," and "Suijia"—fuse to form "Gate 
Guardian." It looks unstoppable, but attack steadily, and 
repeat attacks will bring it down. 


Dark opirit 


It's time to descend upon the Central Processing Unit (CPU), 
where the entire Kingdom program is maintained, and 
eradicate the virus known as Scott Irvine from the system. 
With nowhere left to run in Kingdom, the cornered mad 
scientist is left with no choice but to unleash his most 
powerful assault yet. 
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onputer f Lvu SMS 
ad a @-FOCUS> 


220 gee =: DEFENSES _ 


E, x 79 
BUE 


Base Cooperation 
North-Bridge 

South-Bridge-S1 

South-Bridge-S2 

Terminal Bus 

CPU 


Enemy Teams 
Scott—CPU 


Monster life ATH DE 

Skull Knight 1828 3843 3408 
Serpent Night Dragon 1830 3586 3590 
Serpent Night Dragon 1830 3586 3590 


9 -58 


Monster 


Beta the Magnetic 
Warrior 


Alpha the Magnetic 
Warrior 


Gamma the Magnetic 
Warrior 


Valkyrion the Magna 
Warrior 


Monster 
Kuriboh 
Kuriboh 
Kuriboh 


Monster 

Basic Insect 
Basic Insect 
Basic Insect 


Battle Plan 


1. The CPU is the central feature of this level. You will need to 


Life 
1360 


1360 
1377 


2501 


Life 
776 
776 
776 


Life 
1091 
1091 
1091 


ATH 


3066 
3066 
2879 


4675 


ATH 
2330 
2330 
2330 


ATH 
2178 
2178 
2178 


DEF 


3399 
3399 
3202 


5011 


DEF 
1220 
1220 
1220 


DEF 
1875 
1875 
1875 


go around it carefully to reach the three bridges. 


2. Send a strong Team to the North-Bridge, where the three 
"Magnetic Warriors" will fuse into "Valkyrion the Magna 

Warrior" and promptly start handing out beatdowns. Stay 
on him, but heal often, and it will fail. 


AP 


AP 


3. The three "Kuribohs” in South-Bridge-S1 are a cakewalk at 
this point in the game. Any Team can handle them. 


4. However, the three “Basic Insects” at South-Bridge-S2 are a 
little more formidable. They are equipped with Laser Cannon 
Armor and very capable of dealing serious damage. Bring 
Medicine, Red or Blue. 


a S@teonsuont> 
B CURSOR] {@CANERA) 


Surround the CPU with all your Teams. Scott isn't that 
difficult to beat, although his “Skull Knight" dishes out 
some plenty stiff blows. Of course, what's really happening 
is Scott is softening you up for the final confrontation. 


gi 
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Does it matter? What good does it do the 
cow to know the name of the butcher? 
It s still going to end up as steak 


Scott isn't lying. There really is a “Dark Spirit," and he's here 
for his tribute. Instead of doing the dirty work himself, the 
"Dark Spirit" chooses to summon a fearsome creature to 
swallow your souls. 

Depending on who you play as, you face one of two final 
beasts—towering juggernauts that lay waste to your monsters 
with a single blow. You can attack this last enemy with all of 
your Teams so that if one falls, you have at least a few more 
chances to bring it down. 


Obelisk the Tormentor 


Yugi faces off against this massive monster, a gray behemoth 
that strikes fear into even the mightiest Marshal. This giant 
can literally flatten a monster with either its Omni Hand 
Crusher (which attacks one monster) or Destructive Flash 
(which batters them all). The only real strategy is to hang in 
there, because it cannot heal itself. Chip away at its huge 
amount of health by using lesser Teams, then go in for the kill 
with Yugi and Shimon. 

If you have Fusion abilities, use them. Otherwise, keep 
plenty of Red Medicine in stock, because sometimes his 
potent attacks leave you with only a sliver of health. But 
that's enough for you to pull out a Red Medicine and get 
back in the match. 


Life ATH DEF AP 


8550 7600 7600 


~ This reptilian colossus awaits Kaiba at the center of Scott 
ollfer the ony Dragon Irvine's supercomputer nightmare. Silfer the Sky Dragon has 
two horrific attacks: the Thunderbolt Summons, which knocks 
down an entire Team with mass damage, and the Thunder 
Force Wave, which zeros in with laser precision on a single 
monster. 


(ATTACKS 


GATEN 
GANFOD 
WZESCAPE> 
DEFENSES 
E TEE 


The same healing advice applies to the battle with Silfer the 
Sky Dragon—keep the Red Medicine coming. However, if you 
did play as Yugi first, you have a secret weapon: the "Soul of 
Obelisk." Break out this ancient artifact to summon Obelisk the 
Tormentor, and watch the two beasts lining up for some 
cosmic pugilism. 


Silfer the Sky Dragon 
Hn DE AP 


7300 7300 


Depending on which character you 

play as first, the health and ATK 

of these final monsters can go up 

or down. For example, if you 
played as Kaiba first, Obelisk the Tormentor's health is 
increased to 9000, and its AP goes up to 11. If you 
play as Yugi first, Silfer the Sky Dragons health 
increases to 8700 and its AP is then 11. 
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While Yugi and Kaiba duked it out against each other and, ultimately, the Empire, 
another battle raged across Rondeval. Joey, leader of a band of thieves called the Black 
Dragon Squad, raided Imperial supply lines, and helped the resistance at all costs. 

Once you complete Yugi and Kaiba's campaign, Joey's story is unlocked. It's a 10- 
chapter campaign, with missions that range from cakewalk to near insurmountable. 
Fortunately, at this point you have some incredibly powerful monsters in your catalog, 
so don't be afraid to pull out the big guns when the going gets tough. 


me) You're the leader of a band of honest 
f | thieves called the Black Dragon Sauad 
DR | We were planning our next attack when 


Joey wakes from his Kingdom-induced slumber to discover that 
he's the leader of the Black Dragon Squad, a rag-tag bunch of 
thieves who are trying to aid the rebellion by disrupting Imperial 
routes. To strike his first blow against the Empire, Joey must 
unseat a Marshal named Nephel who runs the supply lines 
through Anker-Hill. 


BAND 
BRETURND 


Name bP AP LP Color ohill Monster 1 Monster ö Monster ð 

Joey 2 1 1 Orange Constructor Cyber Soldier Axe Raider Rocket Warrior 

Jusell 11> 1 >Gray _ Illusionist Ghoul with an Appetite Dharma Cannon 
Faceless Mage 

Malaikura 1 1 1 Light Orange Navy Fairy's Gift Embodiment of Apophis Tao the Chanter 


Map 


forest 


Base Gold Cooperation dize 
Sunny-Plane = 2/5 2 
Anker-Hill 600 1/5 4 
Twin Rivers 1000 1/5 2 
Shadow Forest 800 1/5 2 


Enemy Teams 


Monster life AH DEE AP 


Winged Dragon #1 1474 3157 2952 
Neck Hunter 2089 4721 4911 8 


Kanan the Swordmistress 1647 4002 4016 


Monster life ATH DEF 

Cyber Soldier 1937 3746 3952 
Cyber Soldier 1397 3746 3952 
Ryu-Kishin Powered 1625 2917 2521 


Soldier—Moving L mann 
Monster life ATH DE arri RF00US> 
Blackland Fire Dragon 1892 3894 3181 Z i) A IDHE 


Blackland Fire Dragon 1892 3894 3181 ee [SELECT] 
Thunder Dragon 1278 3177 3067 4 


3. Take your Teams to Twin Rivers, where Nephel's Team 


Roaming Monsters awaits. Nephel's “Kanan the Swordmistress" is stocked with 


- plenty of Medicine, so be sure to take her out first, or this 
Monster life ATK DE battle will just be a revolving door of healing. 


Invitation to a 1478 2706 2995 
Dark Sleep 


Serpent Night Dragon 1974 3963 4047 Outnumbered® 


Swordstalker 1453 3442 3015 The Empire is furious that an upstart group like Joey's thieves 
managed to sever a supply line. In retaliation, the Empire 


Battle Plan starts taking it out on other bastions of the rebellion. Joey 


heads for Maryah-Denn, site of much Imperial troop activity. 


GIMARSHALL> 
FOCUS 
23D=MODE> 


1. Immediately, three enemy Teams head straight for you in 
Sunny-Plane. You are unable to build any defenses just yet, 
so you must bear the brunt of it by using the advantage 
that being in a base provides. 


2. Once the three teams have been beat, take Shadow Forest 


2 = Roaming Monsters 
and Anker-Hill for easy money. 
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Battle Plan 


Base Gold Cooperation Size 
Riz-Phonn _ 2/5 2 
Maryah-Denn 1000 4/5 4 
Seirauna 700 1/5 2 
Ru-Ma-Pann 550 1/5 1 
Monster life ATK DEE AP 
Curse of Dragon 1983 4226 3688 5 
Curse of Dragon 1983 4226 3688 5 1. With two Teams coming straight for your base, build a 
Kaiser Dragon 2084 3374 3071 3 Barricade and an Anti-Ground Cannon. One Team will be 
damaged, making the first battles a little easier. 
2. Head north to encounter the roaming monsters: “Battle Ox," 
“Swamp Battleguard," and "Dragon Seeker." 
3. Send a pair of Teams to Seirauna to clean it out and get 
Monster Life ATH DEF AP the reward. Then, do the same with the northern city, 
Dark Chimera 1658 3355 3208 5 RMT a0 
Dark Chimera 1658 3355 3208 5 4. Finally, surround Maryah-Denn and lay waste to the 
King of Yamimakai 1973 3813 3283 5 Marshal's surprisingly tame Team of monsters. 


Monster 
Shadow Ghoul 
Axe Raider 
Dungeon Worm 


Monster 
Battle Ox 2445 4074 3367 6 
Dragon Seeker 1862 4496 4605 6 
Swamp Battleguard 


The Black Dragon Squad is on the rise, and Joey has every intention of taking advantage of his momentum. Another supply route 
runs through Uruvie Canyon, but with Imperial reinforcements already on the way, could he be walking 


into a trap? 
Timing is essential in this campaign. Taking your time is not an option, or more enemy Teams will storm the battlefield. 


Map 


Monster life AH DEE AP 
Berfomet 1685 3280 3658 7 
Gazelle 1520 4272 3943 
Battle Ox 2355 3987 3316 
Monster life ATH DEF AP 
Aqua Madoor 1913 3129 3896 
Mystical Elf 1803 2347 3540 
Blackland Fire Dragon 1903 4011 3327 
|) 
Vrauson 
Monster life ATH DEF AP 
\ 4 Flame Cerebrus 1783 4040 3711 
Vv, Sengenjin 2599 4473 4219 5 


Battle Plan 


1. Waste no time heading for the central town of Beyzon. 
You're working against time here. Defeat the officers who 
have moved into Beyzon. 


* = Roaming Monsters 
v = Enemy Teams 


Base Gold Cooperation dize 

Craw-Valley _ 1/5 2 

Vrauson 900 0/5 2 

Beyzon 600 0/5 1 

Monster life ATH DEE AP 

Swamp Battleguard 2544 5860 5593 7 2. Reinforcements are coming at noon, on the dot. If you think 
Lava Battleguard 1593 3900 4159 6 you have time, zip south to encounter the roaming 


Millennium Golem 2431 4095 4313 monsters: "Flame Cerebrus” and “Sengenjin.” 
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3. Reinforcements may arrive now, but you can complete this 
campaign without defeating them. Just march on Vrauson 
and finish off the enemy Marshal. 


Tristan arrives, disgusted with his role as an Imperial 
mercenary. He's been hoping to meet his friends in Kingdom, 
and now he joins Joey's Black Dragon Squad. 


The Emperor is absolutely steamed that Joey's thieves are causing so much damage to his supply lines. He sends Archmage 
Ishtar—who is under mind control, too—to squash the Black Dragon Squad at Chelyumn. 


Name BP AP LP Color ahi Monster 1 Monster 6 Monster ð 


Aristan 2 1 1. Blue Constructor Dungeon Worm Monster Tamer Hunter Spider 


By now, you have all three “Blue- 
Eyes White Dragons” and should 
have picked up a few 
“Polymerizations.” Equip Tristan 
with the dragons so they can gain experience and level 
up. You want the dragons to have as many AP as 
possible later in the game, when a fierce monster like 
the fused "Blue-Eyes Ultimate Dragon” comes in 
extremely helpful. 


Base Gold Cooperation Size 
Chelyumn _ 2/5 2 
Buizlluin 900 1/5 1 


Ce-Rezio 600 1/5 1 


Enemy Teams 


Monster Life 
Embodiment of Apophis 1182 
Embodiment of Apophis 1182 
Mystical Beast Serket 2210 


Monster Life 
Fairy's Gift 2275 
Queen of Autumn Leaves 2508 
Hane-Hane 2085 
Monster Life 
Dark Witch 2484 
Dark Witch 2484 


Orion the Battle King 2137 


Monster Life 
Zombie Warrior 1580 
Zombie Warrior 1580 
The Snake Hair 1961 


Odion manages to flee the Black Dragon Squad before he is 
completely overwhelmed. They meet again, at the Beastly 
Badlands, and this time, Odion has brought plenty of backup. 
To turn the tide, Joey must start thinning their numbers. 


Base Gold Cooperation Size 
Air-Shrine 600 1/5 2 
Tower-Deneb 500 1/5 1 
Tower-Pegasi 500 1/5 1 
Tower-Sirius 500 1/5 1 
Tower-Centauri 500 0/5 1 
Researcher Guild _ 3/5 2 


ATH 
3775 
3775 
3727 


ATH 
3339 
4602 
3251 


ATH 
4491 
4491 
4526 


ATH 
3728 
3728 
4254 


DEF 
4014 
4014 
3214 


DEF 
2917 
4326 
3283 


DEF 
4434 
4434 
4246 


DEF 
3427 
3427 
3933 


Battle Plan 


1. Within seconds of the campaign's opening, five enemy 
Teams are breathing down your neck. Build a Barricade and 


AP Anti-Ground Cannon to help hold them off. 
5 2. Once those enemy teams have been dispatched, 
5 take Ce-Rezio. 


4 

AP 

6 

6 

6 N 
DEFENSES 
(WAITS 

AP 

6 

6 

6 

3. Head west for Buizlluin. Odion, with his pair of Embodiment 
of Apophises, is a tough boss, but if you have plenty of 

AP Medicine, you can safely chip away at his monsters’ health. 

6 

6 

6 
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Battle Plan 


9 1. Again, the enemy is on the rampage the moment the 
campaign starts. With greater numbers, you are able to 
Enemy Teams spread out a little now. Send your weakest Team to take 
one of the outlying bases, such as Tower-Deneb, while the 
majority of your forces deal with the frontal assault. 
Monster life AH DEE AP | 
2. Once that's done, Marik, the chief enemy Marshal leading 
Dark Elf 2177 A912 3775 - the charge against Joey, is alone—and extremely vulnerable. 
Dark Elf 2177 4912 3775 6 You have two choices: head straight for him and finish this 
Skull Knight 2263 5278 4896 6 campaign, or nab the reward from the remaining 
unoccupied bases. However, you risk reinforcements 
arriving. They'll be at half strength, but still an annoyance. 
Monster Life ATH DEF Ar 3. Surround the Air-Shrine and take out Marik. Lead the battle 


Orion the Battle King 2157 4741 4386 6 with Tristan so he gets a little more experience. 
Dunames Dark Witch 2496 4721 3938 8 
Magician of Faith 1958 3193 3272 7 s 

‘Everyone can relax now, I have arrived! 
Monster life ATK DEF AP 


Embodiment of Apophis 1877 3835 4062 5 
Embodiment of Apophis 1877 3835 4062 5 
Mystical Beast Serket 2231 3733 3258 4 


Monster life ATH DEE AP 
Illusionist Faceless Mage 2307 4208 4728 5 
Saggi the Dark Clown 1184 4313 4660 8 
Saggi the Dark Clown 1184 4313 4660 8 


Monster Life ATH DEF AP Mai arrives, and immediately starts in with Joey. After some 
Mavelus 2169 4091 3692 6 friendly chiding, they agree to join forces. While they talk, 
Mavelus 2169 4091 3692 6 though, Marik escapes. 

Wing Eagle 2078 4661 4303 i 


nn nn nn 


Marik and Ishtar still are causing trouble in the name of the Empire. Joey and Mai lure the gruesome twosome to the coastal base 
of Gigan-Syip, where they hope a full-scale assault will finish them once and for all. 


Name BP AP LP Color ahi Monster 1 Monster 6 Monster 3 


Mai 2 2 5 White - Mavelus Wing Eagle Kanan the Swordmistress 


Tip 


Mai now has two monsters, 
"Wing Eagle” and "Mavelus,” 
that can fuse together to form 
the unstoppable feathered force 


Monster life AK DEE AP 
Neck Hunter 2174 4645 4844 
Gazelle 1604 4185 3900 
Flame Cerebrus 1814 4148 3866 


of “Crimson Sunbird.” Be sure to let Mai have plenty 


of action so these birds can juice their AP. 


Base Gold 

Tsughut 700 

Van-Lova = 

Gigan-Syip 900 

Thor-Mount 400 

Jokhan 600 
Enemy Teams 

Monster 

Axe Raider 

Judge Man 


Armored Lizard 


Life 


Cooperation vize 
0/5 4 

2/5 1 

1/5 2 

1/5 1 

2/5 1 

ATH DEF 

1933 5139 4549 
2075 4236 3552 


1826 3068 2779 


Monster life ATH DEE AP 
Parrot Dragon 2596 4819 4135 6 
Kaiser Dragon 2208 3513 3228 
Curse of Dragon 2083 4592 4001 5 
Monster life ATK DEE AP 
Slot Machine 2720 4831 5127 
Labyrinth Tank 2550 5176 - 5252 7 
Launcher Spider 2285 4225 4446 


Battle Plan 


1. Again with the direct attacks. Two Officers let out for Van- 
Lova, but neither team is difficult. Build a Barricade before 
you fight them. 


2. Liberate Jokhan, which is currently unoccupied. It's a good 
staging ground for your next assault. 


AMR. 
FT 
= “NODES < 


3. Send a strong Marshal, like Jusell, down to clean up Thor- 
Mount. Leave him there to heal up before heading to 


Gigan-Syip. 
AP 
6 4. From Jokhan, send Joey to Tsughut and erase the Marshal 
stationed there. His monsters are a little on the strong side, 
5 but it won't hurt to toughen up Joey before getting too far 
5 into his entire campaign. 
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Base Gold Cooperation Size 


Craw-Valley = 3/5 2 
Beyzon _ 3/5 1 
Vrauson 800 5/5 2 
+, @ANFO> 
MESCAPES 
Sur Enemy Teams 
BAT 
Monster life ATH DEE AP 
Zarigun 1498 3257 3329 7 
6. ir Sr rn lead them into the base. Zarigun 1498 3257 3329 7 
ecubetos's Team is difficult, particularly his beefy Judge = 
Man. Make sure you have Medicine at the ready. Sera en ae en 
Monster life ATH DEE AP 
Word of Joey's successful rebellion-within-a-rebellion is Larvae Moth 2078 3389 3315 
spreading far and wide. Ishtar, still seething from his previous Pumpking the King 2169 3852 4065 5 
loss to Joey, has decided to vent his frustrations on the of Ghosts 
villagers. Joey mobilizes the Black Dragon Squad to save a Perfectly Ultimate 3661 5503 1936 5 
local hero (perhaps you've heard of her: Tea) before Ishtar's Great Moth 
army can extinguish her and her cause. 
Monster life ATH DEE AP 


Saggi the Dark Clown 1253 3815 4226 
Saggi the Dark Clown 1253 3815 4226 7 
Illusionist Faceless Mage 2212 3565 4055 


Monster life AH DE AP 
Dragon Seeker 1938 4840 4940 6 
Kryuel 2530 3942 4626 6 
Summoned Skull 2039 4435 3158 

Monster life ATH DEE hP 
Dark Witch 2546 4653 4551 6 
Dark Witch 2546 4653 4551 6 
Orion the Battle King 2200 4756 4423 6 


© = Enemy Teams 


Monster life AM DEE AP 
Fairy's Gift 2397 3379 2954 6 
Queen of Autumn Leaves 2540 4679 4404 6 
Hane-Hane 2139 3803 3861 7 


Battle Plan 


1. As soon as the campaign begins, the Imperial army is merci- 
lessly bearing down on Téa. The first thing you must do is 
get her clear of the approaching armada. Send her west to 
Craw-Valley, where your Teams protect her, then build a 
Barricade for good measure. 


2. Now send your strongest Teams, like Joey and Jusell, east 
toward Beyzon and meet this assault head-on. 


(MOVED 
SIMARSHALL> 
RFOCUS> 

2 3DM0DE> 


3. Cleaning out Beyzon is a tough task, because some of the 
enemy Teams are vicious, especially the Solider with "Fairy's 
Gift,” "Queen of Autumn Leaves," and "Hane-Hane.” This 
team is able to heal, heal, heal, yet still have plenty of AP 
to deliver devastating attacks. 


Concentrate your fire on the “Fairy's Gift" first. Its special 
healing spell is what truly slows you down. Once the 
"Fairy's" wings have been clipped, the other two monsters 
are more manageable. 


4. Heal up, even if it means building a Healer at Beyzon. Spend 
the money; you don't want to repeat this campaign because 
of a foolish, unnecessary loss at Vrauson. 


5. The Marshal at Vrauson is actually easier to beat than a few 
of the Teams under his command. His two Zariguns bring a 
stash of Red Medicine to the game, so take them out before 
bearing down on the Sengenjin. Otherwise, you'll have a 
healing fight that drains you of AP before you can really do 
any damage. 


Téa is safe, but Joey and Mai are still plenty irked about how shabbily she was treated at the hands of the Empire. Marik is in the 
area, and Mai has a plan to cut him off from his army. By himself, Marik may be easier to dispose of. The only way to separate the 


snake is by liberating all the bases in the Nonnber region. 


Name BP AP LP Color shill 


Yellow 


Téa 2 2 2 


Healing 


Monster 1 
Rogue Doll 


Monster d 
Aqua Madoor 


Monster 6 
Mystical Elf 
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Monster life AH DEE AP 
Embodiment of Apophis 1955 4100 4363 5 
Embodiment of Apophis 1955 4100 4363 5 
Mystical Beast Serket 2336 3924 3420 4 


Monster life ATH DEE AP 
Hunter Spider 1897 3915 3707 5 
Dragon Seeker 1972 4853 5034 6 
Hunter Spider 1897 3915 3707 
-Rightarım 

Monster life ATH DEE AP 
Garoozis 2019 4643 4346 7 
Garoozis 2019 4643 4346 7 
Panther Warrior 2363 6334 5946 106 
Monster life AH DEE AP 


Giant Red Seasnake 2035 4066 3106 
Giant Red Seasnake 2035 4066 3106 5 
Serpent Night Dragon 2406 4726 4766 6 


Base Gold Cooperation Size 

Nonnber - 5/5 4 Monster life ATH DE AP 
Castle-Leftarm 700 3/5 4 Thunder Dragon 1570 5016 4913 
Castle-Rightarm 700 3/5 4 Thunder Dragon 1570 5016 4913 6 
Shyi-Hagou 450 3/5 1 Two-Headed King Rx 2763 3780 3326 5 
Jark 450 3/5 1 

Bustonn 800 3/5 2 Battle Plan 


1. Build a Barricade at Nonnber, your home base, because two 
Enemy Teams enemy teams are on the way. Dispatch them, and prepare to 
storm castles. 
Monster life ATH DEE AP 2. Send Jusell to Castle-Rightarm, then on down to Jark. Have 
Orion the Battle King 2288 4877 4598 6 EUROS aiaa 


Dunames Dark Witch 2601 4876 4085 8 
Magician of Faith 2028 3281 3404 7 


w an 


CA NOVES 
C NARSANG 


EE TIE 
iR IDHE 
iN 


—_ œa c 


s (E SELECT] 


3. Send Malaikura directly over to Castle-Leftarm. The Panther 
Warrior here has 10 AP, making him the obvious target. 
Take him out quickly so he is unable to attack you the full 


10 times. 


4. Send Tristan and Joey to Shyi-Hagou, where they will 
encounter a Marshal with a strong Team. Blast the Two- 
Headed King Rex first, which will prevent the Team from 


5. All that's left is Odion in Bustonn, who should be easier to 
defeat than Ishizu. Same monsters, just a little stronger. 
Finishing him off completes the campaign. 


Once you have cleared out all of the base, "Mystical Beast 


Serket" joins your army. 


| Hal l'II say this for youl It was a 
"| pretty good plan for a bunch of small 
| time thieves like you! 


Joey successfully split Marik from his army. Marik is cornered 
in the Deep Forest of Inzham, holed up in Rasixthen. This is his 
absolute last stand, and he is not about to go down without a 
fight—a very brutal fight. 


Map 
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3. Keep healing and switching out Teams until you put the 
beast on the defense. However, never let Joey in there with 
a weak Team. Should Joey lose, even with remaining Teams 
ready for action, the campaign ends. 


Marik is distressed to see his idol, the "Winged Dragon of Ra," 


Base Gold Cooperation Size taken down by a band such as yours. He swears off his belief 
in the dark arts and hands off the Eye of Ra. The Eye of Ra will 


Rhudbann 650 2/5 1 allow the Master of Egyptian Gods to call forth the "Winged 
Rasixthen 900 2/5 0 Dragon of Ra” in future battles. 

Saxzoss 650 2/5 1 

Buhr-Tos 650 3/5 1 

Rottenhub _ 3/5 1 


This is it, Joey's last campaign. But he doesn't know that. The 
Empire, tired of the Black Dragon Squad disrupting Imperial 
Enemy Teams affairs, sends the chief of its elite guard to finish off Joey once 
and for all. Joey thinks he's ready to take this new enemy on 
until he sees that it's the nemesis of his lifelong friend, Yugi: 


Monster life AM DEF AP Seto Kaiba. 
Winged Dragon of Ra 8610 9803 9836 10 
Map 


Battle Plan 


1. It's quiet here. Too quiet. Go ahead and take the 
surrounding bases, then surround Rasixthen to fight Marik. 


> w 


+ = Roaming Monsters 


2. Marik wastes no time in busting out his secret weapon, a 
gilded, flying leviathan by the name of “Winged Dragon of z : 
Ra." Once it sprouts from its golden shell, watch out. It Base Gold Cooperation dize 
delivers attack after attack, leveling Teams without pause. Maryah-Denn 800 5/5 4 


It's Almighty Blaze Cannon attack singles out one monster Riz-Phonn 550 4/5 2 
and deals enormous pain. The equally evil Almighty Blaze = 

Nova attack strikes damage into all Team monsters, which Seirauna 500 4/5 2 
is how the “Winged Dragon of Ra” gets you on the ropes. Ru-Ma-Pann _ 3/5 1 


Enemy Teams 


Monster life AM DEF AP 
Blue-Eyes White 3380 5452 4939 8 
Dragon (Ibris) 

Blue-Eyes White 3526 5500 5023 8 
Dragon (Azrael) 

Blue-Eyes White 3329 5406 4911 8 


Dragon (Djibril) 


er) 


. After Kaiba and Joey finish their verbal jousting, the battle 

begins. Directly north of Ru-Ma-Pann are the three roaming 
Monster life ATH DEE AP monsters: "Kazejin,” "Skull Night," and "Pumpking King of 
Kryuel 2433 4017 4689 6 Ghosts"—all good additions to the catalog. 


Illusory Gentleman 2162 4629 4719 8 2. Start marching on Riz-Phonn and Seirauna to make one 
Robotic Knight 2551 3732 3921 5 last stab at the Empire before confronting Kaiba at 
Maryah-Denn. 

Monster life ATH DEF AP 

Summoned Skull 2260 4781 3495 4 

Zoa 1784 4277 3595 

Beast of Gilfer 2012 3837 AM 5 

Monster life ATH DEF AP 

; c Ç 3. Once you control the entire region, surround Maryah-Denn. 

Giant Mech-Soldier 2177 4288 4454 5 Kaiba is a smart foe and uses his "Blue-Eyes White 

Giant Mech-Soldier 2177 4288 4454 5 Dragons” with expert skill. He will get in as many digs as 

Jinzo 2266 3917 3031 4 possible before fusing into the "Blue-Eyes Ultimate Dragon,” 

which essentially refills his AP. Take him on in waves, 
making sure Joey never suffers too much damage. 

Monster Life ATH DEF AP Kaiba has been defeated, but instead of taking it with grace 

Launcher Spider 2583 5300 5633 7 and humiliation, he gut-punches you with news that while 

Ç th him hi 3 

Labyrinth Tank 2668 6100 6073 you were tangling N him, his army was out destroying the 
Black Dragon Squad's home base. 

Cyber Commander 1808 3951 3920 6 The Black Dragon Squad must disband, and its members 
scatter. Joey, Mai, and Tea hope to meet up with Yugi soon 
and find a way out of this freak show game world. But, by 

s now, you know how that tale turns out. 

Monster life ATK DEF AP ee Wap reeked 

Kazejin 1960 4574 4377 4 

Skull Knight 2380 5509 5080 6 


Pumpking King of Ghosts 2232 3633 3807 6 


www.primagames.com 


100 


9 


Including all the different forms and fusions, 
there are more than 175 monsters for you to 
find and fight in The Falsebound Kingdom. 
Assembled here is a list of all the basic-form 
monsters you can find and collect while 
fighting your way out of Scott Irvine's VR 
nightmare world. 

The monsters you encounter in the Kingdom 
all have different levels of experience depending 
on when you meet them and whether you 
choose to play Yugi or Kaiba first. In this 
monster list, we list the ATK, DEF, and life values 
of a monster in its level one incarnation, as well 
as the monster type. 


1400 
1700 
850 
Machine 


1700 
1200 
830 
Warrior 


1200 
2000 
1100 
Spellcaster 


1500 

0 

1100 
Darklands 


1700 
1150 
950 
Warrior 


ATK: 


DEF: 


Life; 


Type: 


2600 
2200 
1400 
Machine 


1700 
1000 
1000 
Warrior 


2200 
2500 
1200 
Darklands 


1200 
1500 
900 
Warrior 


1400 
1800 
900 
Darklands 


1700 
1600 
850 
Machine 


2300 
2000 
1200 
Darklands 


Big Insect - 085 


Blackland Fire Dragon - 006 


1500 
800 
850 
Dragon 


RA A Soldier 


ae fyes White Dragon 
fizrael) - 000 


3000 
2500 
1900 
Dragon 


pue i= Oh White Dragon 
Djibri 


Blue-Eyes Ultimate Dragon - 004 


2600 
2300 
1300 
Warrior 


Castle of Dark Illusions — 139 


1200 
2500 
1500 
Darklands 


1400 
1200 
800 
Warrior 


Chimera the Flying Mythical 
Beast — 081 


2100 
1800 
1400 
Beast 


2900 
2450 
1800 
Spellcaster 
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(yber Commander - 108 


ATK: 750 

DE 750 
550 
Machine 


(yber Saurus — 116 


ATK: 1800 
1400 

Life: 1100 

Type: Machine 


1500 
1700 
1000 
Machine 


1610 
1460 
900 
Darklands 


101 


2000 

800 

1000 
Spellcaster 


1200 
800 

850 
Darklands 


2500 
2100 
1200 
Spellcaster 


2500 
2100 
1200 
Spellcaster 


2000 
1700 
1000 
Spellcaster 


eae 


eet | 


900 
500 
600 
Machine 


200 

1800 
1050 
Spellcaster 


2000 
2100 
1000 
Darklands 


1600 

0 

1200 
Darklands 


1200 
900 
730 
Spirit 


1300 
1400 
800 
Darklands 


Fiend Kraken - 094 


ATK: 1800 
DEF: 1600 
Life: 900 
Type: Warrior 


fortress Whale - 104 


J ATK: 2350 
i . | DEF: 2150 
v Life: 1200 
an Type: Machine 
ead LT L Din 


Gaia the Fierce Knight - 008 


2300 
2100 
1300 
Warrior 


Gamma the Magnet 
Warrior - 110 


1500 
1800 
900 
Machine 


1800 
1500 
1000 
Warrior 


Gate Guardian — 108 


Gazelle the e iing of Mythical 
Beasts - 


1500 
1200 
750 

Beast 


1000 

500 

730 
Spellcaster 


900 
400 
700 
Spellcaster 


1600 
1200 
110 
Darklands 


1900 
1150 
Machine 


Giant Red Seasnake — 098 
u 
eee. 1800 
800 
1050 
Beast 
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1300 
200 

1200 
Spirit 


1850 
1500 
1000 
Warrior 


1800 
2000 
1000 
Spirit 


Harpie Lady [Niro] - 105 


1300 
1400 
780 

Beast 


Harpie Lady (Keraino) - 104 


1300 
1400 
780 . 
Beast 


103 


1500 
1600 

850 
Spellcaster 


1400 
1400 
850 
Warrior 


1200 5 K: 1500 
1000 DEF: 1800 
800 Life: 850 


Warrior : Spellcaster 


1300 

1000 

750 : i 

Darklands Type: : 2400 
220 
1300 
Spirit 


2400 
1500 
1200 
Machine ATK: 2000 
JEF: 1530 
1200 
Darklands 


1200 ATK: 2200 
2200 1500 
1250 -af 1300 s 
Spellcaster wee. Tyse: Warrior F UNE 1000 
jeri 1700 
800 
Darklands 


Kuriboh — 138 Magician of Black Chaos - 035 Meteor B. Dragon — 011 


300 wu, : 2800 1 < 3500 
200 v i 2600 aTh: DEF: 2000 
480 Li 1800 = 2 Life; 2000 
Darklands ype: Spellcaster ` i Tyi Dragon 


Magician of Faith - 06 


a 


2400 
2400 
1350 
Machine 


300 L. ATK: 800 
400 2 ` 600 
420 e, 500 
Spellcaster š Type: Darklands 


Larvae Moth - 088 Man-Later Bug - 091 Millennium Golem - 119 
N) | K: Naf ak Fe ATK: 2000 


2200 


A v.) Life: rt Life: 1300 
Type: puny Type: Spirit 


Mavelus - 086 Moisture Creature - 166 


2200 y me, ATK: , E A 2800 
2500 TE E i bad DE 2900 
1400 ife: E SE 2100 
Machine F 4 Type: Spellcaster 


Lava Battleguard - 000 
‘ATK: 1550 ATK: i ATK: 1800 
DEF: 1800 ; 1600 
Life: 1050 s 980 
KR Type: Warrior yi F Type: Warrior 


Metazoa - 106 


1200 S ATK: 3000 

Ca : 1100 — $ 2300 

pa Life: 650 -in 1900 
Vw "EP Type: Spelleaster Type: Machine 


600 
1000 
550 
Warrior 


2200 CX 13000 
2000 nr 1550 
1300 We 4 C 950 
Machine aE. Warrior 
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2000 
1600 
1100 
Warrior 


800 

2000 
1100 
Spellcaster 


1750 
1900 
1000 
Darklands 


700 
600 
530 
Darklands 


1800 
2000 
1200 
Darklands 


1800 
1500 
1000 
Spirit 


2000 
1700 
1300 
Warrior 


1380 
1930 
950 
Darklands 


2800 
2400 
1800 
Machine 


1600 
1800 
900 
Machine 


1500 
1300 
800 
Machine 


ho 
a 

1600 
1000 

850 
Spellcaster 


Ayu-Hishin Powered - 145 


E F 
J i £ 1600 
nt j 1200 

900 
Darklands 


600 

1500 

520 
Spellcaster 


sanga of the Thunder - 105 


ohull Knight - 000 


gue Doll - 031 verpent Night Dragon - 010 


1600 
1300 
900 
Darklands 


500 
200 
430 
Darklands 


7200 
7200 
8200 
Spirit 


2650 
2250 
1500 
Spellcaster 


2000 
2300 
1200 
Machine 
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1800 
1500 
1050 
Warrior 


bel" from a foreign 


Land — 06 


250 
250 
490 
Warrior 


2000 
1600 
1050 
Warrior 


107 


1200 

900 

700 
Spellcaster 


1500 
1200 
800 
Darklands 


Thousand Dragon — 011 


ATK: 
DEF: 
Life: 


i Type: 


2400 
2000 
1600 
Dragon 


Three-Headed Geedo - 150 


| ATK: 
DEF: 
Life: 


Type: 


Tiger fixe - 01] 


1200 
1400 
700 
Darklands 


1300 
1100 
850 
Warrior 


Wing Eagle - 084 


Time Wizard - 030 onal 


PITS ar: 500 
T p 400 


Jpg TPA Spelicaster BAM Winged Dragon, Guardian of the 


Fortress #1 - O15 


Twin-Headed Thunder rer 
Dragon - 068 > ATK: 


Two-Headed Hing Ren — 050 


ATK: 1600 
1200 
1100 
Dragon 


Valkyrion the Magna 
Warrior - 111 


3500 
3850 
2000 
Machine 


Water Girl - 046 


To 1250 


1000 
700 
Spellcaster 


1400 
1200 
750 
Dragon 


7000 
7000 
7500 
Spirit 


1500 
1700 
900 
Warrior 


2600 
1900 
950 
Darklands 


1200 
9000 
700 
Darklands 


There's much more to collect in Yu-Gi-Oh! The Falsebound : 
Kingdom than monsters. You must check shops for items pivotal al Polymer izati 10n 
to a successful campaign—from Medicines to "Polymerization." &1 Riryoku 

Not every item can be bought, though. Some are only found after 
a battle, such as the artifact that unleashes “Obelisk the 
Tormentor.” 


Most items are used during a campaign. During battles, you = Thar ha 
can try to affect the outcome by neutralizing another monster's : : Z eneny at tae 
strengths or by conjuring a magical barrier. There are some items S Tea) Hons! di 


that are used during the creation of Teams, such as the Black 
Luster Ritual, which transforms two Monsters into more 
advanced, more powerful forms. 


RETURNS 


Number Resupply 
Name of Uses Cost Price Details 
Beast Fangs _ 500 — Beast-type only. 
Black Luster Ritual 1 2500  — Used only when creating Teams. Forces evolution for “Dark Magician” and 
"Gaia the Fierce Knight." 
Black Pendant Ke 900 — _ Darklands Type only. Raises ATK and increases damage against magicians. 
Black Shield 5 1200 220 Level 3 magic. Raises DEF of one monster. 
Bless of Moonlight 4 750 180 Level 3 magic. Increases night-adept monsters’ ATK and AP. 
Blue Medicine 7 200 25 Restores fraction of health of single monster. 


Book of Secret Arts _ 600 — _ Spellcaster Type only. Raises ATK by 500. 


Call of the Grave 1 2500 -— Used only when creating Teams. Forces evolution for “Armored Zombie" and 
"Crawling Dragon.” 


Chaos Blaze 2 1500 700 Level 3 magic. All magicians receive increased ATK, but special abilities 
are disabled. 

Cocoon of Evolution 1 2500 — Used only when creating Teams. Forces class change for “Larvae Moth." 

Cyber Shield _ 700 — Harpy Lady only. Raises ATK. 

Dark Energy 7 400 30 Used in battle. Raises ATK for Darklands Type only. 

Deal of Phantom - 800 — Gives user one extra AP. 


Destruction Punch 2 800 350 Used in battle. Reflects enemy attack and raises barrier that damages enemy. 
Dian Keto the Cure Master 1 1800 1800 Restores full health in all monsters. 
Dragon Capture Jar 4 650 160 Used in battle. Paralyzes Dragon-Type monsters. 

6 


Dragon Treasure 700 110 Level 4 magic. Increases ATK and AP for Dragon Types. 


Dragonic Attack - 4000 - Dragon Type only. Attacking Dragon will not miss. 

Dragonic Fury 3 600 200 Used in battle. Raises ATK of Dragon Types, but disables special abilities. 
Electro-Whip _ 900 - Harpy Lady only. Lowers enemy AP. 

Enchanted Javelin - 500 — Spirit Type only. Increases damage to Darklands-Type monsters. 

Eye of Ra 1 _ - Used by Yugi and Kaiba only. Summons the “Winged Dragon of Ra." 
Final Flame 1 800 800 Level 2 magic. Heavy damage on one enemy. 

Germ Infection 5 200 40 Level 2 magic. Poisons all enemy monsters. 
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bat 


Number Resupply 
Name of Uses Cost Price Details 
Gift to the Mystical Elf 3 1200 400 Level 3 magic. Replenishes large amounts of health for all monsters. 
Goblin's Secret Remedy 6 200 30 Cures all status changes, like poison. 
Gravity Bind 2 1000 500 Level 4 magic. Lowers ATK and AP of all enemies. 

5 


Hinotama 400 80 Level 2 magic. Damages all enemies. 
Laser Cannon Armor - 750 — Basic Insect only. Raises ATK and grants special attacks. 
Legendary Sword - 500 — Warrior Type only. Raises ATK 500. 


Mage Power 3 600 200 Level 2 magic. Increase ATK for Spellcasters, but disables special abilities. 

Magic Jammer 3 800 250 Level 3 magic. Enemies cannot use special abilities. 

Mesmeric Control 4 800 200 Level 3 magic. Lowers AP of all enemy monsters. 

Metalmorph 1 2500  — Used only when creating Teams. Forces evolution for "Zoa" and "Black-Eyes 

Red Dragon." 

Mirror Force 3 1500 450 Level 5 magic. Magic barrier reflects attacks against one monster. 

Mirror Wall 3 1500 450 Level 4 magic. Magic barrier reduces damage for one monster. 

Monster Reborn 1 750 700 Brings fallen monster back into battle. 

Multiply - 900 - “Kuriboh” only. Increases ATK 

Polymerization 1 500 100 Used in battle. Allows you to fuse monsters into a fusion monster. 

Power of Nature 4 750 180 Increases ATK and AP for Spirit Types. 

Quick Attack 3 900 250 Level 2 magic. Increase AP of all monsters. 

Raigeki 3 500 160 Level 5 magic. Heavy damage on all enemies. 

Raimei 3 500 160 Level 4 magic. Damages all enemies and lowers AP. 

Red Medicine 3 500 160 Restores full health of single monster. 

Riryoku 1 350 350 Used in battle. Absorbs health of two monsters on your Team and 
greatly boosts ATK. 

Shadow Spell 5 450 90 Level 1 magic. Lowers AP of one enemy monster. 

Shock Shell - 400 — Machine Type only. Raises ATK and causes enemies to miss. 

Silver Bow and Arrow - 800 — Only Spirit and Warrior Types may use. Raises ATK. Fewer misses. 

Silfer's Orb 1 - — Used by Yugi and Kaiba only. Summons "Silfer the Sky Dragon.” 

Snake Fang 6 450 75 Poisons one enemy monster in battle. 

Solar Shine 7 600 85 Level 2 magic. Rids monsters of status changes, like poison. 

Soul of Obelisk 1 _ — Used by Yugi and Kaiba only. Summons "Obelisk the Tormentor." 

Sparks 3 500 160 Level 1 magic. Damages and decrease AP of one enemy. 

Spellbinding Circle 3 1200 380 Level 3 magic. Lowers AP of all enemies. 

Super Rejuvenation 6 500 80 Used in battle. Restores health automatically. 

Sword of Dragon's Soul - 500 — Warrior Type only. Increases damage to Dragon-Type monsters. 


Swords of Revealing Light 4 900 210 Level 3 magic. Lowers ATK and AP of one enemy. 
Violet Crystal 4 750 180 Used in battle. Increases ATK of Night-Adept monsters. 
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Yami Yugi Level 3 magic. All enemy monsters more likely to miss. 


Monsters in the Yu-Gi-Oh! universe are not just static creatures. 
They are able to change, and a clever player with the right card 
combinations can take a fairly plain-looking Deck and, through 
the fine art of Fusion, turn it into an unstoppable force within 
just a few turns. 

Fusion is also a huge part of doing battle in Yu-Gi-Oh! The 
Falsebound Kingdom, especially in the later stages of the 
campaigns. If you create a Team with the correct duo or trio of 
monsters and throw a “Polymerization” in the mix at the right 
time, you can smartly extend the round by creating a fearsome 
monster with a brand-new health bar and a full supply of AP. 

And you had better learn which monsters you can fuse, because 
the computer-controlled Marshals do not hesitate to use their 
complete encyclopedia of Fusion knowledge—and often at the 
height of a battle, just when you think you've turned the tide in 
your favor. 

To fuse monsters together on the battlefield, you must have a 
supply of “Polymerization,” which can be bought from certain 
Traders, or sometimes can be found after a successful campaign. 
One “Polymerization” takes up one space in a monster's personal 
inventory, and can be used only once in a campaign. When you 
move on to the next campaign, that “Polymerization” is automati- 
cally refilled, and you can pull off another Fusion in the next set 
of battles. 


Here is a complete listing of the monsters than can be fused in 
Yu-Gi-Oh! The Falsebound Kingdom. Your first time through the 
game, you will not collect all the necessary monsters to create 
Fusion Monsters. However, if you play the game a second or third 
time with other characters and keep your save file, you will 
eventually piece together the required monsters. 


B. okull Dragon 


"Summoned Skull" and "Red-Eyes Black 
Dragon" form this fused monster. 


Ultimate Dragon 


Once Kaiba clears the Dragon Lair 
campaign, the three magnificent "Blue- 
Eyes White Dragons"—"Azrael," "Ibris," and 
"Djibril"—are able to fuse into this tremen- 
dously powerful dragon. 


“Gazelle the King of the Mythical 
Beasts" and “Berfomet" fuse to form this 
fierce monster. 


The “Cosmo Queen" is a powerful combi- 
nation of a "Dark Elf" and “Mystical Elf." 


nbird 


You need a "Mavelus" and "Wing Eagle" 
to create the "Crimson Sunbird," a 
winged super monster whose attacks 
cannot be blocked. 


nou 


ge 


Crimso 


won 


“Gaia the Fierce Knight" and "Curse of 
Dragons" create “Gaia the Dragon 
Champion." The fused monster deals 
attacks that cannot be dodged. 


Gate Guardian 
— a Fuse "Kazejin," "Suijin," and "Sanga of the 


Thunder" to create a monster with more 
AP than all three combined. 


ee: 


Kaiba collects the "Meteor Dragon" 
necessary to create this Fusion Monster 
with "Red-Eyes B. Dragon" in the Dragon 
Lair campaign. 
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Dragon Zombie 


Use "Call of the Grave" on the "Crawling 
Dragon” to create this undead Dragon. 
Place a “Mythical Horseman” and “Battle 
Ox" on the same Team to create this 
frighteningly strong Fusion Monster. 


Blach Luster voldier 


The Black Luster Ritual transforms "Gaia 
the Fierce Knight" into this dark form. 
However, this changed "Black Luster 

E Knight" can no longer fuse with "Curse 
of Dragon." 


Thousand Dragon 


ges gn AZ The “Baby Dragon" and “Time Wizard" 

™ | aren't exactly the most potent monsters 
on the battlefield, but their fused form, 
“Thousand Dragon,” is a mighty 


combatant. Magician of Black Chaos 


The Black Luster Ritual turns the “Dark 
Magician" into its more powerful form. 


| Fuse the "Two-Headed King Rex" and 
“Thunder Dragon" to form this frightening 
b fused Dragon. 


Metalzoa 


Use the "Metalmorph" on "Zoa" to create 
this stronger, yet slower monster. 


Valhyrion the Magna Warrior 


You must collect all three "Magnet 
| Warriors"—"Alpha,” "Beta," and "Gamma"— 
to create this enormous Fusion with very 
strong attacks. 


Perfectly Ultimate Great Moth 


Use the "Cocoon of Evolution" on a 
“Larvae Moth" to create this far more 
powerful monster. 


In addition to fusing monsters, you can use certain items on 
specific monsters to force them to change into different forms. 
You can perform these only from the Team Make Up screen, not 


during the actual campaigns. ħed- yes Black Metal Dragon 
firmored lombie Use "Metalmorph" on the "Red-Eyes B. 


= Dragon" to create this metallic dragon. 
oe a= ae 


"Zanki" becomes this horrific undead 
soldier when you use “Call of the Grave” 
Eon it. 
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Campaign walkthroughs 


for Yugi, Kaiba, and Joey 


Complete monster 
and item listings 


Base Management section 
will have you building 
and capturing in no time 


Team assembling tips 


Covers monster compatibility 
and item distribution 
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